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8947 ,932 combines 


racing with 
knowledge of 
terrain to test 
your arcade 
skills and 
your sense of 
direction. 


you on your toes, as do the relentless policemen and 
CIA agents. Rival gangs sometimes challenge you to 
a race or try to pick up more contraband than your 


gang, the Forgotten. Through all of the missions, 


you must focus on the flares that mark pickup and 


drop-off locations. Follow those arrows along the 


shortest, least dangerous path to outrun and outwit 


rival gang members and border patrol guards. The 


terrain accommodates all kinds of play styles as long 


as you mostly keep all four wheels on the ground. 
Now go out and collect some contraband! 


How то Use THIS 
Boon 


Although there are different kinds of Turf War 


games to play and some roaming to do in Joyridin’, 
you spend most of your time іп Smuggler's Mission, 


a series of minor missions that comprises the story 
behind Smugglers Run. The bulk of this book 
addresses the best strategies for the game's cam- 
paign, in which you retrieve contraband to benefit 
the Forgotten, and outwit other gangs and various 
law enforcement agencies. In some missions, the 
best approach is not a straight line, but perhaps a 
shortcut over a hill in the opposite direction. 
Shortcuts are just as important to mission 
success as quick recovery from crashes. To 


Smugglers Run 


The variety of 


missions keeps 


ХІ 


succeed, follow the mission strategies exactly апа 
look at the screenshots to get an idea of the actions 
you must take. 

Examine the next three sections before you settle 
into the missions. Your Fleet provides the lowdown 
on the vehicles performance and suitability for mis- 
sions. Smuggler Driving School offers valuable tips 
to improve your driving skills so you can out- 
maneuver gangs and other opponents. Joyridin' uses 
images from the рате three environments to 
demonstrate secret areas, terrain features and excit- 
ing scenery. Glance over the images to get familiar 
with the environments, then spend some time 
exploring each area in any vehicle to get a feel for 
the change in your ride on terrain elements like hills 
and ice. Don't wait until the clock is ticking on a 
mission to take a run up the massive mountain. Try 
it out in Joyridin’ mode first. 

No matter how you approach the missions, 
understand that practice is the great equalizer, You 
only develop good techniques after hours of play. 
The first time the cops home in on your location, 
they may swarm over you in a matter of seconds and 
force a crash. After some experience with Smugglers 
Run, those same cops might not even be visible in 
your rear-view mirror. Try a mission a few times on 
your own before you consult the Smuggler’s Mission 
strategies. You may discover a new route through a 
patch of bushes that’s faster than hopping over a 
small hill. Experimentation and practice will help 
you raise your contraband's final value and beat 
other scores. 
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YOUR FLEST 


Smugglers Run has six vehicle types that you сап 
drive in Smuggler's Mission, Joyridin', and Turf War 
modes. Not all types are available at the start of the 
Smuggler's Mission campaign. You begin with the 
Buggy and S.U.V. and unlock the Rally Car and 
"Trophy Truck during the desert missions. Finally, 
you unlock the Military Vehicle and Massive Truck 
in the wintry missions. One vehicle of each pair is 
built for speed while the other handles damage bet- 
ter. The speedy vehicles are the Buggy, Rally Car, 
and Military Vehicle, while the brute-force brawlers 
are the S.U.V., Trophy Truck, and Massive Truck. If 
you have trouble in a particular mission, try switch- 
ing to another vehicle. In many missions, one vehi- 
cle type or а specific vehicle outshines the others. 
Experimentation reveals which one to use, as does a 
peek at mission strategies later in this book. 


Bussy 


The Buggy is an 
all-around great 
vehicle. Its 
only weak- 
ness is how it 
suffers crashes. 
Also, you сап stall the engine 
if you hita wall at a high 
enough speed. Use the Buggy in 

just about all of the forest missions. Its excellent 
acceleration and handling keep you ahead of cops 
and rival gangs, but stay away from trees. 


S.L.w. 
"The S.U.V. is 
your backup for 
the early missions 
if crashes are a 
concern. The vehicle bounces 
off walls and lands on four 
wheels with almost no loss of speed. Other drivers 
beat the S.U.V. on a road or other flat surface, but 
they fall behind when you take the S.U.V. over 


bumpy surfaces. Treat the S.U.V. as you would its 
namesake—as a powerful off-road vehicle that can 
take damage and still reach its destination in time. 


RALLY CAR 
'The Rally Car is the 
desert equivalent of the 
Buggy, but a bit slower 
and smaller. In the 
desert, speed alone rarely 
decides a mission. Often, how a 
vehicle handles sand dunes and oases is 
more important than high speed. The Rally 

Car flies through sandy locations with ease, staying 
just ahead of the competition. Just dont crash into 
those dunes or fences. 


TROPHY TRUCK 


The Trophy Truck is the vehicle of choice for most 
desert missions. Its combination of speed and han- 
dling makes trips across the desert faster and safer 

than in even the Rally Car. Its acceleration is nearly 
the best of the vehicles, making it perfect for crash 

recovery. In fact, the Trophy Truck has solid ratings 
in all four categories—speed, handling, acceleration; 
and strength. Only the next two vehicles can beat it. 


PLAYER 4 Trophy Truck > 


Blasting with high speed and good handing. Rear differ. 
ential axle V-8 with lots of suxpension travel The 
tace-proven technology may stick to your toothless gin. 
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P4ILITARY WEHICLE 
Тһе Military Vehicle is the fastest іп 
Smugglers Run. s probably the 
best vehicle for most wintry mis- 
sions, depending on placement of 
the flares. The Military Vehicle 
combines strength and acceleration 
to help it recover wonderfully from 
crashes. Mediocre handling causes swerving on 
frozen surfaces, but the Military Vehicle works just 
fine in snow. Keep it off the ice, however. 


PØASSIVE TRUCK 


The Massive Truck has the worst speed and 

handling of the Smugglers Run vehicles. It's not a 
g 24 

great choice for а race ог other mission 


that involves rival gangs, but its 
superior acceleration and strength 
ensure that the Massive Truck han- 
dles crashes perfectly. Missions that 


require trips across snowy hills 
scream for this vehicle, The games 
final mission, requiring the speedy 
ascent of a snow-covered mountain, is 
the best test of che Massive Truck. 
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AIT ER DRIVING SCHO 


oL. 


Smugglers Run has enough variety in missions and terrain that players develop their own techniques for 
driving the game's vehicles. Only hours of practice reveal the best techniques for you. Flare placement and 
terrain features may inspire mission-specific tricks. The following tips will help you in most missions. Try 
them in a "road test" before going for your rating in actual missions. If you can casually perform the 
following moves in the thick of a mission, theres no doubt you will collect plenty of contraband. 


42. OBJECTIVE CLEARED | 
MPH | 


IGNORE ALL TRAFFIC LAWS! 
SMUGGLER'S RUN MISSIONS 
DEMAND THE MOST DIRECT ROUTE 
TO CHECKPOINTS AND FLARES. 
FORGET ABOUT THE DOUBLE YELLOW 
LINES AND RIGHTS OF WAY. 


JUST ONE POLICE VEHICLE ON YOUR 
ТАП? SLAM ON YOUR BRAKES. А5 
IT PASSES, RAM THE COP CAR TO 
SPIN IT AROUND AND DISORIENT IT 
LONG ENOUGH FOR YOUR GETAWAY. 


ADJUST THE PITCH OF YOUR VEHICLE 
IN MIDAIR TO LAND SQUARELY ON ALL 
FOUR WHEELS AND MAINTAIN SPEED. 
THE AMOUNT OF ADJUSTMENT 
DEPENDS ON YOUR SPEED AND ANGLE 
WHEN YOU LEAVE A SURFACE. 
THERE'S ALWAYS ENOUGH TIME TO 
FLATTEN OUT BEFORE YOU LAND. 


CHECK BEHIND YOU FOR VEHICLES 
CLOSING IN. А QUICK LOOK BEHIND 
YOU, USING THE BUILT-IN REAR-VIEW 
MIRROR, LETS YOU ADJUST YOUR 
POSITION OR HIT THE ASPHALT AND 
SCREAM AWAY FROM A PURSUER. lN 
THIS SHOT, A COP CAR (LIGHT ARROW) 
TAILS THE TROPHY TRUCK (DARK 
ARROW), ACCORDING TO THE RADAR 
IN THE LOWER-RIGHT CORNER. Å 
QUICK MOVE TO THE LEFT OR RIGHT 
THROWS OFF THE COPS, BUT IT TAKES 
A PEEK BACKWARD TO KNOW HOW TO 
HANDLE THE SITUATION. 


Move ASIDE OR JUMP SMALL HILLS 
50 PURSUING POLICE VEHICLES RAM 
INTO EACH OTHER. YOU ESCAPE IN 
THE FEW SECONDS IT TAKES THEM 
TO RECOVER. 


WATERFALLS TURN TO SOLID ICE IN 
WINTRY MISSIONS. IN FOREST MIS- 
SIONS, DRIVE BEHIND THE WATERFALLS 
TO DISCOVER SECRET PASSAGES. 
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А COP'S ON YOUR TAIL. YOU GO 
OVER THE HILL SMOOTHLY, BUT THE 
COP FLIES PAST. BUMP НІМ OR 
MOVE AWAY FROM HIM AND SAVE A 


FEW SECONDS. 


FLARES ARE VERY OBLIGING TAR- 
GETS. YOU CAN HIT ONE IN MIDAIR 
OR JUST CATCH ITS EDGE, AS WELL 
AS DRIVE BETWEEN PAIRS OF THEM. 
ІМ RACE MISSIONS, IT’S MORE 
IMPORTANT TO HIT CHECKPOINTS 
THAN TO WORRY ABOUT EXACTLY 
WHERE YOU GO THROUGH THE TAR- 
GETS. SOME FLARES ARE ON THE 
LOW SIDES OF HILLS. YOU CAN 
TRIGGER THEM IF YOU JUMP THE 


HILL AT A LOW ENOUGH ANGLE. 


BOUNCES YOU AWAY FROM THE VEHICLE. PRACTICE 
THIS TECHNIQUE IN THE TURF WAR GAMES BEFORE 
YOU USE IT IN THE SMUGGLER’S MISSION CAMPAIGN. 


THE BIG TRUCKS (S.U.V., TROPHY 
Truck, AND Massive Truck) FLIP 
MORE EASILY IN MIDAIR THAN THE 
SMALLER VEHICLES, BUT THEY ALSO 
LAND MORE SOLIDLY. FLIP ONE OF 
THE FAST, SMALL VEHICLES JUMPING 
OFF A HILL OR LEDGE, AND YOU 
HAVE A HARD TIME RECOVERING 
FROM THE SPINS. THE TRUCKS’ 
WEIGHT GIVES THEM AN ADVANTAGE 


IN ACROBATIC MANEUVERS. 


OBSTACLE. BEAR TO THE RIGHT IN AN 
EVER-TIGHTENING CIRCLE AS YOU 
ASCEND. DON'T GO TOO FAST OR 
YOU FLY OFF THE EDGE. KEEP A SURE 
AND STEADY HAND. OVERCOMPEN- 
SATING FOR TURNS SENDS YOU TO 
THE BOTTOM OF THE MOUNTAIN AND 
STALLS YOUR VEHICLE. 


SNAGGING CON- 
TRABAND FROM 
OTHER DRIVERS— 
WHETHER YOUR 
OWN TEAM MEM- 
BERS OR А RIVAL 
GANG'S THUGS— 
IS AS EASY AS 
BUMPING THE 
OTHER PERSON'S 
VEHICLE. А LIGHT 
TAP WON'T 
WORK. À SOLID 
BUMP BOTH 
STEALS THE CON- 
TRABAND AND 


Tu 


Lay OFF THE GAS A LITTLE WHEN 
YOU LAND AFTER A JUMP. IF YOU 
SLOW DOWN AND ADJUST THE VEHI- 
CLE'S PITCH, YOU HIT THE GROUND 
WITHOUT CRASHING AND CAN SPEED 
AWAY AS EASILY AS IF YOU HAD 
DRIVEN ACROSS FLAT GROUND. 


NNELS MAKE THE BEST SHORTCUTS. 
SOME SAVE TRIPS ACROSS BUMPY 
HILLS WHILE OTHERS SERVE AS THE 
ONLY ROUTES ТО WELL-HIDDEN COR- ` 
NERS OF THE MAP. IN JOYRIDIN’ MODE, 
DRIVE THROUGH ALL OF THE TUNNELS 
TO DISCOVER WHERE THEY LEAD. 


ICE DRIVING IS-AS 
TRICKY IN 
SMUGGLER'S RUN 
AS ІТ IS IN THE REAL 
WORLD. THE 
MiLiTARY VEHICLE 
SLIPS AND SLIDES 
ON ICY RIVERS AND 
LAKES, BUT IT 
HOLDS ITS OWN AS 
LONG AS YOU DON'T 
/J GET BUMPED. THE 
Ex Massive TRUCK 
HANDLES ICE MUCH 


BETTER BECAUSE OF ITS WEIGHT AND STRENGTH. EXPERIENCE 
MAKES THE DIFFERENCE BETWEEN A DRIVER WHO CAN COM- 
PENSATE FOR A SLIDE AND ONE WHO SHOULD PARK THE VEHI- 
CLE. TRY OUT THE FROZEN RIVERS AND LAKES IN JJOYRIDIN” 
MODE TO IMPROVE YOUR PERFORMANCE. 


The Joyridin mode in Smugglers Run is an invaluable way to learn the terrain in the game's three environ- 
ments. From the heights of Eubanks Mountain to the depths of desert canyons, Smugglers Run has many 
unusual, natural, and manmade features. Spend some time exploring without the pressure of a clock or cops; 
you can drive to any location in sight. Natural features such as mountains and canyons form the actual 
boundaries, but you can drive over or under almost everything between. These images, from Joyridin' mode 
and some game missions, introduce some of the more interesting aspects of the environments. Experiment 
before you play the first mission. You can use terrain features as you would use shortcuts to finish missions 
ahead of your opponents and the cops. 


OPTIONS 


ap fer а фе 
anywhere tcl 
— M. parisa ү operation 

у а көкі of US authorities, including 
| the FBI, and the CIA, 


SELECT THIS MENU CHOICE TO THIS BUGGY DISPLAYS THE THE А205 USE BLACK AS 
ENTER THE FREE-ROAMING MODE OF COLOR SCHEME OF THE THEIR PRIMARY VEHICLE 
SMUGGLER'S RUN. TAF FORGOTTEN, YOUR GANG IN COLOR. 


SMUGGLER'S RUN. THEIR 
COLOR IS RED. 


ih generation hah der diera Cartel « Exbemely імегісік Mexican imugging The Guebeceis + Fi ench-Canadiam “t; 
warking the US Canadian М opmations. Ruthless, АМО paychelic, they wil aitach whe уле ай things English They 
hindiy to Anyone wei itary. anyone witheut hesitation. operations te finance theu palica) gua. 


THE O'GRADYS WEAR THE SIERRA CARTEL'S QuEBECOIS VEHICLES— 

GREEN WITH IRISH PRIDE. BLUE VEHICLES STAND OUT YELLOW CHASSIS WITH 
AGAINST THE DESERT А BURNING MAPLE 
SAND AND SEND А VISUAL LEAF—SYMBOLIZE 
WARNING TO ANY NEARBY REVOLUTION. 


RIVALS. 


SMUGGLER'S RUN : 
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TEAM 4 аман Fatal 
PLAYER pe 


Berde: Patrol :Asserie s o Jabi wan Post de tenat еже ЧА. The “Shadow зааг іне yt dé Brig alleine ; When ali еке falle callin the troops. Thei 
Aight із halt fne fiar of wit contrat and isto te ml bbe lae Vo josie Une of үе ma тейжсе ішік missiles ің іт succeed at al conta, lo Ns war ie 
United States. Attack with des ged determination make them a very real мезі to smugglers. protect U$. бетін y and intareuts. 


You DON'T WANT TO SEE U.S. Тне CIA SNEAKS AROUND ІМ Тне U.S. ARMY BULLIES GANGS IN 


BORDER PATROL VEHICLES UP CLOSE. BLACK VEHICLES—FAR MORE DAN- ITS TRADITIONAL OLIVE DRAB VEHI- 
IF THESE WHITE CARS ARE ON YOUR GEROUS THAN THE SIMILARLY COL- CLES. THEY STEP IN WHEN OTHER 
TAIL, NOT EVEN A RUN ACROSS THE oRED A20 GANG. BRANCHES OF LAW ENFORCEMENT 
BORDER CAN SAVE YOU. FACE DANGER. 


TRANSMISSION 


4 AUTOMATIC + 


— 


dien - Highly xucceaxíul, ex 


i, the FBL and the CUA. 


IT'S EASIER TO USE THE AUTOMATIC 
TRANSMISSION, BUT EXPERIMENT 
WITH THE MANUAL TRANSMISSION IN 
Joyripin’. МАКЕ A CHOICE BEFORE 
YOU ENTER AN ENVIRONMENT. 


FOREST 


cL ы —— ~ = 
CHOOSE THE FOREST AREA TO THE LOAD SCREEN PROVIDES AN THIS SMALL TOWN IS ONE OF THE 
EXPLORE THE GREEN MOUNTAINS AERIAL VIEW OF THE FOREST AREA. FEW OUTPOSTS OF CIVILIZATION IN 
NEAR THE U.S.-CANADIAN BORDER. THE MOUNTAINOUS REGION: 
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EUBANKS IVIOUNTAIN RISES IN THE 
DISTANCE. YOU CAN FOLLOW A 
ROAD TO THE MOUNTAIN'S TOP. 


THIS TRAIN MAKES DAILY TRIPS ОМ 
THE TRACKS THAT CRISSCROSS 
MOST OF THE FOREST. 


9677 


— d 


You CAN'T DRIVE UP THE SIDES OF 
STEEP RIDGES LIKE THIS ONE. You 
MUST FIND YOUR WAY AROUND THEM 
OR ON TOP OF THEM FROM THE 
OTHER SIDE. 


NEW HIGH SCORE (4 M 
! j 


SMALL TREES LINE ONE OF THE 
MANY RIVERS IN THE FOREST 
REGION. 


THIS TUNNEL, A GREAT SHORTCUT, 
CUTS STRAIGHT THROUGH SOLID ROCK 
AT THE BASE OF EuBANKS MOUNTAIN. 


IT'S TOUGH TO DRIVE BETWEEN 

TREES AT HIGH SPEEDS, BUT IT'S A 
SNEAKY WAY TO FORCE OPPONENTS 
TO CRASH. PRACTICE IN JOYRIDIN'. 


THE FOREST 
REGION HAS 
MANY SMALL 
HILLS. DRIVE 
FAST OFF THE 
TOP TO GAIN 
DISTANCE, OR 
SLOWLY TO 
AVOID А CRASH 
LANDING. 


a. МЕ Румб 


SOMEONE BUILT A SMALL GRAVE- 
YARD IN THE FOREST. 


IN SOME MISSIONS, YOU'LL SEE 


TARGET FLARES NEAR ROADS AND 
IN THE MIDDLE OF FIELDS. You 
CAN DRIVE ACROSS ALL SURFACES. 


OPEN FIELDS ARE GREAT PLACES TO 
PICK UP SPEED. YOU DON'T MOVE 
AS FAST AS ON ROADS, BUT THERE 
ARE RELATIVELY FEW OBSTRUCTIONS. 


ALTHOUGH YOU 
CAN DRIVE 
THROUGH WATER, 
IT'S BETTER TO USE 
BRIDGES. IN THIS 
SITUATION, CLEAR 
THE WATER WITH А 
аооо JUMP FROM 
THE RIVEREANK. 
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RAILROAD TRACKS MAKE GOOD 
SUBSTITUTES FOR ROADS. IF HIT BY 
А TRAIN, YOUR VEHICLE WILL LIKELY 
STALL. Move JUST OUT OF THE 
TRAIN'S PATH TO MAINTAIN SPEED. 


HERE's AN EXAMPLE OF A BRIDGE 
THAT BEATS DRIVING THROUGH 
WATER; IT SPANS A WIDE RIVER 
AND CONNECTS DIRECTLY TO THE 
FOREST'S ROADS. 


ALTHOUGH THESE CABINS HAVE 
SLANTED ROOFS, DON'T TRY TO USE 
THEM AS RAMPS. YOU CRASH AS 

SOON AS YOU HIT THE CABIN'S SIDE. 


YOU CAN DRIVE THROUGH WATER, 

BUT IT SLOWS YOUR VEHICLE CON- 

SIDERABLY. USE A BRIDGE OR WAIT 
UNTIL THE WATER FREEZES. 


THIS IS THE PERFECT SITUATION FOR 


CROSSING WATER WITHOUT USING A 


BRIDGE. THE RIVER'S NOT TOO WIDE— 


WITH A GOOD JUMP OFF THE BANK, 
YOU'LL NEVER EVEN TOUCH WATER. 


А ROAD LIKE THIS 15 THE BEST WAY 
AROUND THE MOUNTAIN ON THE 
RIGHT. CHECK THE MAP FOR SIMILAR 
SHORTCUTS. 


Rocks LIKE THE ONES AHEAD OF 
THE BuGGY CAN STOP A VEHICLE IN 
ITS TRACKS. EVEN THE LITTLE ONES 
GET IN YOUR WAY AND CAN TRAP 
YOU IF COPS ARE ON YOUR ТАН. 


А STEEP HILL LIKE THIS SLOWS 
YOUR VEHICLE. REACH HIGH SPEED 
BEFORE YOU HEAD UP, OR YOU 
MIGHT SLIDE DOWN INTO THE HANDS 
OF COPS. 


WHEN YOU TEAM UP WITH OTHER 
MEMBERS OF YOUR GANG, LEAVE 
THEM ENOUGH ROOM TO MANEUVER. 
IF THEY GET STUCK NEAR TREES OR 
OTHER STRUCTURES, THEY CAN'T 
HELP YOU FINISH А MISSION. 


SNEAK BETWEEN HOUSES LIKE THE 
ONES ON THE LEFT TO ELUDE COPS 
OR RIVAL GANGS, BUT THERE'S ONLY 
ENOUGH ROOM FOR ONE VEHICLE. 


LEAD COPS INTO TREES FOR QUICK 
ESCAPES. ІМ THIS SITUATION, YOU 
CAN DASH PAST THE RIGHT-HAND 
COP ON THE FLAT SURFACE WHILE HE 
RECOVERS FROM BUMPING THE TREE. 


SPEED ALONG THIS DIRT ROAD 
RATHER THAN DRIVE OVER THE HILLS 
AND MOUNTAINS THROUGH WHICH IT 
PASSES. COPS CAN CLOSE IN ON 
YOU, BUT YOUR SPEED ON THE FLAT 
SURFACE MORE THAN COMPENSATES. 


PoLiCE VEHICLES SOMETIMES BLOCK 
THE ROAD TO HALT A HIGH-SPEED 
CHASE. EVASIVE ACTION IS NOW 
REQUIRED. IF YOU CRASH INTO THE 
POLICE CARS, YOUR ENGINE 

WILL STALL. 


“Ze 


FOREST DESERT SNOW 


Tuis TUNNEL IS CRUCIAL. YOU CAN'T 
DRIVE OVER THE MOUNTAIN TO THE 


RIGHT OF THE ENTRANCE, 


а 
CHOOSE THE DESERT REGION ТО 


EXPLORE THE AREA NEAR THE 
U.S.-MEXICAN BORDER. 


THIS IMAGE SHOWS A DANGEROUS 
LANDING. ÅDJUST THE PITCH OF 
THE Виссү 50 YOU LAND EITHER 
BETWEEN THE ROCKS OR FAR TO THE 
LEFT OF THEM. 


THIS TUNNEL PROVIDES A SHORTCUT 
THROUGH SOME HILLS AND TREES— 
NOT AS ESSENTIAL A SHORTCUT AS 
THE TUNNEL THROUGH EUBANKS 
MouNTAIN. 


THE LOAD SCREEN PROVIDES AN 
AERIAL VIEW. GEOGRAPHIC FEA- 
TURES AREN'T AS PROMINENT IN 
AN AREA OF MOSTLY SAND AND 
ROCK, BUT NOTE THE RIDGES d 
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SMUGGLER'S RUN : 


— — 


THIS AIRPORT PLAYS A PIVOTAL ROLE 
IN MANY MISSIONS AS A SITE FOR 
BOTH PICKING UP AND DROPPING OFF 
CONTRABAND. 


THIS VALLEY CONTAINS A COUPLE 
OF HOUSES, BUT IT MAINLY SERVES 
AS A SHORTCUT BETWEEN THE 
INCREDIBLY TALL ROCK FORMATIONS. 


А HUGE GATE MARKS THE 
ENTRANCE TO THIS TOWN; VIL- 
LAGERS USE IT TO KEEP OUT UNDE- 
SIRABLES. NEARBY PIPES PREVENT 
ENTRY BY AIR. 


THIS OASIS IS ONE OF THE FEW 
PLACES WITH POOLED WATER. 
PURSUERS SLIP IN THE MUD. 


THIS VIEW IS TYPICAL OF THE 
DESERT—A FLAT SURFACE WITH 
ROCKS AND MOUNTAINS ON 
EITHER SIDE. 


THE FEW BORDER OUTPOSTS GET 
LITTLE USE BECAUSE THERE ARE 50 
MANY OTHER WAYS ACROSS. 


YOU DRIVE THROUGH THIS TINY VIL- 
LAGE IN YOUR TRAVELS. IT'S AMAZ- 
ING THAT THEY STRUNG TELEPHONE 
AND ELECTRICITY LINES THIS FAR 
INTO THE DESERT! 


THIS PEAK MAKES A GOOD LAND- 
MARK, BUT FORGET ABOUT DRIVING 
OVER ІТ OR EVEN UP ITS SIDE. 


THE TOWN BEHIND THE STEEL GATE 
MAKES A POOR PICTURE POSTCARD. 
THAT'S WHY MOST OF YOUR STAYS 
ARE SHORT. 


SOME RIDGES AND DUNES PROVIDE 


NICE NICHES TO STASH CONTRA- 
BAND. LOOK FOR THE FLARE'S 
SMOKE PLUME TO HOME IN ON ITS 


LOCATION. 


THESE LINES END BEHIND THE AIR- 
PORT TOWER—A GOOD MEETING 
PLACE FOR GANGS BECAUSE OF ITS 
SECLUSION. 


THIS RUINED FORT OFTEN CONTAINS 
CONTRABAND. LEARN TO SNEAK IN 
AND OUT WITHOUT SLOWING DOWN. 


THE AREA NEAR THIS CRACKED 
EARTH CONTAINS MANY ROCKS. 
STAY ALONG THE EDGE TO AVOID 
NASTY CRASHES. 


WINDMILLS PROVIDE CHEAP POWER 


TO THE FEW NEARBY HOUSES AND 
THE AIRPORT. 


$100,000 
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То MAKE ІТ THROUGH А VALLEY 
LIKE THIS, SLOW DOWN AND SPEED 
UP WITH THE UPS AND DOWNS OF 
THE DUNES. ЇЕ YOU TRY ТО MOVE 
ТОО FAST, YOU ARE SURE TO CRASH 
SOMEWHERE IN THE MIDDLE. 


THIS BORDER OUTPOST IS TOUGHER 
TO RUN PAST BECAUSE OF NEARBY 
GUARDS AND NATURAL BOUNDARIES. 


THIS VILLAGE NEAR THE COLLAPSED 
FORT HAS HOUSES ARRANGED iM 
ROWS. BE WARY OF A TRAP: BOR- 
DER PATROL GUARDS MAKE THEIR 
ROUNDS OUTSIDE THE TOWN LIMITS. 


ANIMALS SOMETIMES GET IN YOUR 
wAY. DON'T WORRY, YOU'RE VEHICLE 
WON'T SUFFER ANY DAMAGE. 
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GGLER'S RUN : 


THIS CANYON IS PARTICULARLY 
TRICKY TO EXPLORE BECAUSE OTHER 
GANG MEMBERS AND LAW ENFORCE- 
MENT VEHICLES CRASH INTO YOU AT 
THE BOTTOM. 


— Eee = 


THE AREA AHEAD IS THE BUMPIEST 
ІМ THE DESERT AREA; SLOW DOWN 
RATHER THAN TRY TO JUMP ALL 
THE DUNES. 


SOME RIDGES CREATE PATHS ОМ 
EITHER SIDE. CHECK THE MAP TO 
BEE WHICH LEADS YOU MOST 

DIRECTLY TO YOUR DESTINATION. 


THE OPENING TO THE LEFT LEADS 
DOWN A LONG WOODEN STAIRWAY; 
TO THE RIGHT ARE TRICKY SLOPES. 


THE WOODEN STEPS CAN BE CLIMBED 


MORE EASILY THAN OTHER SLOPES, 


BUT MAINTAIN YOUR SPEED TO AVOID 


FALLING OFF THE LEFT SIDE. 


ONE SECTION OF THE DESERT HAS ОП. 
DRILLS AND PIPELINES. DRIVE CARE- 
FULLY, OR GET A FACE FULL OF METAL. 


2993, IIT 
49 


THE DESERT, TOO, HAS STEEP 
SLOPES. BUILD UP ENOUGH SPEED 
TO REACH THE TOP OR YOU WILL 


HAVE TO TRY AGAIN. 


MOUNTAINS FORM A NATURAL 
BOUNDARY IN THE DESERT REGION. 
NOT EVEN THE BEST JUMP CAN 
CLEAR THEM. 


THIS ROAD ENDS ІМ A LEAP OF 
FAITH—LIKE A SKI JUMP WITH SAND 
INSTEAD OF SNOW. LAND ON ALL 
FOUR WHEELS, OR EXPECT TO STALL. 


ONE MISSION STARTING POINT 15 А 
TEMPLE IN THE UPPER LEFT CORNER 
OF THE DESERT. OTHER MISSIONS 
OCCASIONALLY RETURN TO THIS 
ANCIENT STRUCTURE. 


IMA'SJOFFICIAE STRATEGY GUIDE _ 
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JOYRIDIN' 
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СНОО$Е THE SNOWY REGION ТО THE LOAD SCREEN PROVIDES AN TREES POKING OUT OF A BLANKET 


ONCE AGAIN EXPLORE THE AREA AERIAL VIEW. NOTICE THAT THE FEA- OF SNOW PROVIDE THE ONLY 
NEAR THE U.S.-CANADIAN BORDER. TURES ARE THE SAME AS THE FOR- VISIBLE GREEN. 


EST REGION'S, BUT COVERED WITH 
SNOW AND ICE. 


А FROZEN LAKE MAKES A GOOD TRACK OTHER VEHICLES EASILY IN RAILROAD TRACKS STILL MAKE 


SHORTCUT. THE SNOW. OF COURSE, THEY САМ GOOD SHORTCUTS, AND THE TRACKS 
FIND YOU JUST AS EASILY. KEEP YOU FROM SLIDING. 


THiS TUNNEL PROVIDES RESPITE SNOW MAKES IT EASIER TO SEE 


SNOW DOESN'T BLOW INSIDE. 


3 
1 
FROM THE SNOW AS WELL AS A ENTER. TRAINS STiLL RUN IN THE ROADS AND OTHER LANDMARKS. å 
SHORTCUT THROUGH EUBANKS SNOW. 3 
MounTAIN. You CAN PICK UP m 
SPEED IN TUNNELS, BECAUSE THE E ° 
© 
z 


FORTUNATELY, SNOW HASN'T TAKEN 
OUT THE TRANSMISSION TOWERS. 


THe PEOPLE IN THESE HOUSES HAVE 
SETTLED IN FOR THE WINTER. 


EuBANKS MOUNTAIN LOOKS GOOD 
IN THE WINTER, BUT IT'S EVEN 
TOUGHER TO ASCEND. 


YOU HAVE JUST ENOUGH ROOM TO 
AVOID A TRAIN IF IT COMES 
THROUGH THE TUNNEL. 


88057097 000 
Poe 
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You CAN PROBABLY BEAT THIS 
TRAIN TO THE BRIDGE; JUST DON’T 
GET CAUGHT IN FRONT OF IT. 


THE LAKE ICE NEVER BREAKS, SO 
DON’T WORRY WHERE YOU DRIVE. 


Tuis RIVER 
SPLITS. YOU CAN 
RIDE ALONG 
EITHER ‘SIDE AND 
HOP OVER THE 
HILL IF YOU NEED 
TO REACH THE 
OTHER SIDE. 


USE THE RIVERS LIKE ROADS, BUT 
COMPENSATE FOR SLIDING. 


NEAR THE BORDER, SNOW EXTENDS 
AS FAR AS THE EYE CAN SEE. 


SCENERY LIKE THIS MAKES THE 
SNOWY REGION MORE EXCITING 
THAN THE DESERT. 


Å VIEW FROM 
THE TOP OF THE 
FROZEN WATER- 
FALL JUST BEFORE 
THE Massive 
TRUCK GOES 
OVER THE EDGE. 
WATERFALLS 
GIVE YOU 
INCREDINLE 
JUMPING 
DISTANCE. 


SMUGGLER'S MISSION 


Smuggler's Mission introduces you, a fledgling smuggler, to the business of the Forgotten. You perform 
increasingly more difficult tasks and take on law enforcement agencies and other gangs. Missions begin 
along the northern border of the United States and move down to the U.S.—Mexican border. You then 
return to the U.S.-Canadian border in the winter for a series of challenging missions that end with a 
snowy assault on Eubanks Mountain. 

Smugglers Run has four types of missions. Most are of the first type: a series of pickups and drop-offs of 
contraband in which you race against the clock. In the second and similar type, you and up to three fellow 
gang members attempt to collect a predetermined number of contraband stashes ahead of a rival gang. The 
third type is a checkpoint race in which you must beat a rival gang's best drivers to the finish line. These 
are the most demanding missions, but by the time you reach the races, your driving skills have advanced. 
The final type also challenges you to knock over communications towers in a set time. You may finish 
some missions on the first try, but in most cases, success takes repeated attempts. Remember that the most 
direct route between waypoints— pickup or drop-off locations—is not always the best. 


6)! SMUGGLEN'S MISSION } Dto Momm; pad 


m 
TURF WAR : Go Back to Maln Menu 
JO Y RIDIN" H Reload 


OPTIONS : Continue Without Saving 


Start New Game 


THIS SCREEN INTRODUCES YOU TO START А NEW GAME, OR SELECT А NEW PLAYERS MUST ENTER A 
SMUGGLER'S MISSION. SAVED FILE. NAME UNDER WHICH THEY CAN 


SAVE THEIR GAMES. 


P4ISSION 1: 
INITIATION RITES 


mp gru SE — 


ets ser what you cam de 
iE ls 


PLAYER “(uv 


THE INTRODUCTION SCREEN THE BUGGY IS AVAILABLE IN ALL Тне S.U.V. IS ALSO AVAILABLE 


DESCRIBES THE MISSION AND THE MISSIONS. IN ALL MISSIONS. MORE VEHICLES 
PEOPLE OR GANGS INVOLVED. ARE AVAILABLE FOR DESERT AND E 


WINTAY MISSIONS. 
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TRANSMIS 


4 AUTOMATIC » 


USE AUTOMATIC TRANSMISSION UNTIL А MAP PROVIDES AN OVERHEAD OF THE MISSION BEGINS ON A HILL 


YOU ARE COMFORTABLE WITH THE LOCATION AND IMPORTANT WAY- ABOVE THE VISIBLE WAYPOINTS (RED 
VEHICLE CONTROLS. IT'S DIFFICULT TO POINTS WHILE THE MISSION LOADS. FLARE SMOKE). 

AVOID COPS AND REACH WAYPOINTS HERE, ІТ SIMPLY OUTLINES THE 

WHILE YOU SHIFT GEARS. AREA BETWEEN WAYPOINTS. 


THE FIRST WAYPOINT LIES AT THE THE SECOND WAYPOINT LIES ON A THE THIRD WAYPOINT IS NEAR THE 
BOTTOM OF THE HILL. FIELD NEAR THE FIRST ONE. FIRST TWO DESTINATIONS. 


ør 


THE FOURTH WAYPOINT IS ON THE THE FIFTH WAYPOINT IS BACK ON THE FINAL WAYPOINT LIES NEAR 
ROAD NEAR THE TOWN. THE GRASS ACROSS THE TOWN. THIS MOUNTAIN. WHEN YOU FINISH, 
THE MESSAGE "MISSION СОМ- 
PLETE" APPEARS. ONLY THEN CAN 
YOU BREATHE A SIGH OF RELIEF. 


PRIMAGAMES.COM 


MISSION SUMMARY 
SCORE 03 200 
TIME BONUS s 
FINAL SCORE $1 070 
GRADE 6005 


CONTINUE 


AFTER YOU FINISH, A SUMMARY 
SCREEN APPEARS WITH YOUR 
SCORE, ANY TIME LEFT ON THE 
CLOCK, THE FINAL SCORE AND A 
RATING. "GREAT" is THE BEST 
RATING, FOLLOWED BY "GOOD," 
"OK," AND "BAD." 


Рбт<<том 2: 
THE FORGOTTEN FEw 


I The Forgottes Few 


Møt bad. baby [ag 


ive. Mow leth uos 
e del 
is . 


ENJOY THIS, THE LAST MISSION 
WITHOUT COPS, WHILE IT LASTS. 


THE FIRST CONTRABAND PICKUP 
LOCATION IS AT THE EDGE OF TOWN. 


NEW HIGH SCORE 


IF YOU REPLAY A MISSION AND 
EARN A HIGHER SCORE, THIS SCREEN 
APPEARS BEFORE THE SUMMARY. 


THIS MISSION TAKES PLACE IN THE 
SAME GENERAL AREA AS THE FIRST. 


FOLLOW THE RED ARROW TO THE 
DROP-OFF LOCATION. 


MISSION SUMMARY 
SCORE m 
TIME BONUS ж 
FINAL SCORE DNID 
GRADE GREAT 


CONTINUE 


THIS SUMMARY SCREEN DISPLAYS 
THE NEW HIGH SCORE. 


THE IN-GAME MAP GIVES YOUR 
CURRENT POSITION, AS WELL AS 
THAT OF THE CONTRABAND WAY- 
POINTS AND OTHER VEHICLES. 


JUST ACROSS TOWN. 
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THE MESSAGE “CONTRABAND THE SECOND CONTRABAND PICKUP FoLLOW THE RED ARROW OVER 


DELIVERED" APPEARS WHEN YOU IS IN THE CENTER OF TOWN BEHIND THIS HILL. 
SUCCESSFULLY DRIVE THROUGH OR THIS HOUSE. 


FLY OVER THE FLARE SMOKE. 


тыс 
MISSION SUMMARY 


$26 
så 
$20, 580. 
GREAT 


THE SECOND DROP-OFF IS NEAR THE WHEW! You MADE IT JUST IN TIME. You EARN A “GREAT” RATING, 


BRIDGE. ЇР YOU MOVE TOO SLOWLY, DESPITE THE SMALL AMOUNT OF 
THE MESSAGE "TIME RUNNING TIME LEFT ON THE CLOCK. 


OUT" APPEARS ONSCREEN. 


P4ISSION 5; 
SECRETS AND LIES 


SMUGGLER'S MISSION 


1 Secrets and Lies 


Tine ix foe a big industrial congiomerste BEST SCORE 
hut they ain't paying in sisch. Some 

майы hax alelen secrets fiom their 

ivaj. Compromfaing secrets. We need yau 

å pick up the cash, then exchange it Te 

he secrets, and Haslly фәр them with 

the Ms 


THIS MISSION ADDS COM- On THIS MAP, TRIANGLES MARK PICKUP THE FIRST CONTRABAND PICKUP 


PLICATIONS: THE TRANSFER LOCATIONS AND CIRCLES MARK DROP- LOCATION IS STRAIGHT AHEAD. 
P OF CONTRABAND AND THE OFF LOCATIONS. THE WHITE TRIANGLE 
PRESENCE OF COPS. MARKS THE STARTING LOCATION. 


THE МАР REVEALS A NEARBY POLICE 
CAR (WHITE ARROW). ALTHOUGH YOU 
WANT TO AVOID COPS, TIME 
RESTRAINTS DON'T ALWAYS ALLOW IT. 
ІМ THIS MISSION, YOU CAN AVOID THE 
COPS UNTIL THE VERY END. 


CROSS THE RIVER AFTER PASSING 
THIS ROCK TO REACH THE SECOND 
PICKUP. 


EVEN IF THE POLICE GIVE CHASE, 
THEY'LL LAG FAR BEHIND. 


AFTER THE FIRST PICKUP, TAKE A 
HARD RIGHT TURN. FOLLOW THE 
RAILROAD TRACKS TO THE FIRST 
DROP-OFF. 


DRIVE UP THE ROAD UNTIL YOU 
REACH THE WATERFALL. THE DROP- 
OFF IS VISIBLE IN THE DISTANCE. 


MISSION SUMMARY 
SCORE 819,659 
ТІМЕ BONUS ж 
FINAL SCORE 
oe ani 


sts 626 
GREAY 


IF YOU MOVE FAST ENOUGH, IT'S 
NOT HARD TO EARN A “GREAT” 
RATING. 


CROSS THE RIVER TO STAY JUST 
QUT OF THE ACTIVE DETECTION 
RADIUS OF THE NEARBY POLICE CAR. 


STAY ON THE LEFT SIDE OF THE 
RIVER UNTIL YOU REACH THE 
SECOND DROP-OFF. 


NOISSIb $23 ТӨР 
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Рбт<<том 44: 
BREAKING AND EXITING 


THIS MISSION ALSO REQUIRES TWO THE MAP SHOWS THE AREA THE FIRST PICKUP IS NEAR 


DELIVERIES, BUT PICKUP AND DROP- YOU COVER. THE TOWN. 
OFF LOCATIONS ARE SPREAD OVER A 
WIDER AREA. 


TAKE A LEFT, AND RIDE ALONG THE 
LEFT SIDE OF THE RIVER. 


THE COPS ARE NEARBY, BUT CONTINUE ALONG THE RIVER PAST CROSS THE RIVER WHEN YOU SEE 
THERE'S PLENTY OF ROOM TO 4 ТНЕ СОР5. THE FLARE SMOKE. 
AVOID THEM. 


PRIMAGAMES. COM 
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IMA'SOFFICIAE STRATEGY GUIDE. 


THE FIRST DROP-OFF IS AT THE TOP THERE ARE PLENTY OF COPS THE SECOND PICKUP IS ON THE 


OF THIS HILL. BETWEEN YOUR LOCATION AND THE NEARBY BRIDGE. 
NEXT STASH. 


FOLLOW THE RED ARROW ALONG CROSS THROUGH THIS INTERSECTION. THE SECOND DROP-OFF IS NEAR 
THE ROAD. YOU'RE ALMOST THERE. THIS CABIN. 


MISSION SUMMARY P4ISSION =; Duty FREE 


| SCORE 688,394 | 
{тше Bonus > 


g y - 9 =~ 5, 
Í ae ed В | SMUGGLER'S MISSION 
| Í Daty Free 


‘here phem phayarin town Some ВЕЯТ SCORE 
ж тз deslei, nat laa Кееп om impar * 20,138 
" some девіз, and he's 
dr bih rene Al 
bot the 0'Grady's 


mound. Yeu bay» 
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өз and grove poui set a» men. 


YOU CAN EASILY MANAGE A 
"GREAT" RATING, EVEN WITH THE 
COPS ON YOUR ТАП. 45 6 7 8 9 10 14 12 13 М) 

ШИЕ uU T U. u u LL a 


А імешенісҙ ай-мешні velice. å 
and эй wheel diye. Manic 
зај бла y. tahen (e the menubar edge. 


THIS 15 THE FIRST MISSION IN WHICH THIS IS ALSO THE FIRST MISSION IN 


YOU COMPETE AGAINST A RIVAL WHICH YOUR FELLOW GANG MEM- 

GANG, IN THIS CASE IT'S THE BERS CAN HELP YOU. PUT EACH IN 

O'GRADYS. AN S.U.V., WHICH CAN TAKE MORE 
DAMAGE AND THUS PROVIDE HEAVY 
BACKUP. 


THE MAP SHOWS THE AREA IN WHICH 
YOUR GANG WILL GO UP AGAINST THE 
O'Gnapvs. 


THE MISSION ВЕСІМ5 WITH FIVE MIN- ONE oF YOUR GANG MAKES THE THE NEXT PICKUP AND DROP-OFF 
UTES ON THE CLOCK. YOUR GANG FIRST PICKUP AND DELIVERY. ARE BOTH IN THE SAME AREA 
MUST MAKE FIVE DELIVERIES BEFORE : BEYOND THE TOWN. 

THE O'GRADYS DO. > 


Eyju VII 
ME 


` CONTRABAND ACQUIPED/ Ni 


k J 
— 
DON’T BE SURPRISED IF YOUR GANG МАКЕ THE THIRD PICKUP NEAR THIS DELIVER THE FOURTH CRATE OF 
DOES MOST OF THE WORK FOR YOU GIANT ROCK. CONTRABAND IN THE RIVER. 
IN THIS MISSION. A ` 


MISSION SUMMARY 
scone 59,215 
rake BONUS " 
FINAL ROOM D 


CROSS THE RIVER TO THE FINAL THIS MAP SHOWS ALL GANG МЕМ- DELIVER THE FINAL WOODEN CRATE 
PICKUP. BERS AS WELL AS PICKUP AND TO COMPLETE THE MISSION. 
DROP-OFF LOCATIONS. 
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P4ISSION б: 
RACE WAR 


| | SMUGGLER'S MISSION 


I Race War 


Apparently, Male: lie has been 
xecinkrisg with The ОЧЫ аду 
Reckens they шау be beiter than is 
Wants 18 see өш new bey race бет 
ound Eubank» Mauniain. Bly menes 
ab» өп alfer (w the winner, ке 

his one’s rel ыы Can, tiyar 


7 8 9 WH 12 DM 15 


THIS IS THE FIRST CHECKPOINT THE MAP SHOWS THE POSITION OF YOU MUST MAINTAIN AT LEAST 

RACE. YOU RACE THE O'GRADYS THE CHECKPOINTS (CIRCLES) NEAR THIRD PLACE THROUGHOUT MOST OF 

AROUND EUBANKS IVIOUNTAIN. EusgANks Mountain. THE MISSION. OVERTAKE LEAD CARS 
WHEN YOU CAN, BUT DON'T DROP 
PAST THIRD. 


THE MAP SHOWS CHECKPOINTS AND RED SMOKE MARKS THE FIRST THE SECOND CHECKPOINT 15 ALONG 
RACING CAR POSITIONS. CHECKPOINT AHEAD. THIS CURVE. 


1 
Г 
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THE THIRD CHECKPOINT IS JUST THE FOURTH CHECKPOINT IS VERY THE FINAL CHECKPOINT IS IN THE 
BEYOND THE TREES. CLOSE TO THE THIRD. IF YOU STAY TOWN JUST AHEAD. YOU MUST 

ON A STRAIGHT LINE, YOU CLEAR DRIVE FLAWLESSLY TO OVERTAKE 

THEM BOTH. THE LEAD CARS AND WIN. E 


AO SHAVE IAN Hd 


MISSION SUMMARY 


“SCORE 20.000 
ТШЕ BONUS ж 
FINAL SCORE 43% 110 

Онт 


CONTINUE 


THERE'S THE FINISH LINE. YOU MAY MAINTAIN YOUR SPEED AND EARN A 
REACH FIRST PLACE IN THE LAST “GREAT” RATING. 
SECONDS, BUT YOU STILL WIN 


PÅISSION 7 
GOODIES FROM Å BOVE 


SMUGGLER'S MISSION 


t Goodies From Above 


Well, уге did akay bach (kan 


THE PICKUP AND DROP-OFF LOCA- THE FIRST PICKUP IS 


THIS MISSION REQUIRES MORE 
DELIVERIES, SPREAD ALL OVER TIONS COVER MOST OF THE MAP. STRAIGHT AHEAD NEAR THE 
THE AREA NEAR THE LAKE AND OUTSKIRTS OF TOWN. 


WATERFALLS. 


ТІМЕ RUNNIN от 
-— Ж 


TT ER 


SNEAK AROUND THE GRAVEYARD Go LEFT AT THE GRAVEYARD, THEN CROSS THE RIVER AND MAKE IT TO 


TO AVOID THE COPS. HEAD TOWARD THE RIVER ON A ° THE DROP-OFF JUST IN TIME. 
STRAIGHT LINE WITH THE FLARE 
SMOKE. 


PRIMAGAMES. COM 


IMACS OFFICIAL STRATEGY GUIDE _ 


x 
TIME RUNNINGMOOT 


Sen OUT NEAR THE DROP-OFF j THE SECOND PICKUP IS STRAIGHT STAY ALONG THE RIVER'S EDGE ТО 


SO THAT YOU FACE AWAY FROM AHEAD, NEAR THE RIVER. AVOID TREES AND HILLS. 
THE COPS. 


FLY OVER A HILL NEAR THE FIRST CROSS THE BRIDGE TO PICK UP THE SPIN OUT AND GO BACK OVER THE 
WATERFALL TO LAND NEAR THE SEC- THIRD ITEM OF CONTRABAND. SAME BRIDGE TOWARD THE DROP- 


OFF LOCATION. AVOID THE POLICE 
BLOCKADE. 


OND DROP-OFF. ADJUST THE PITCH 
OF THE VEHICLE IN MIDAIR TO LAND 
ON ALL FOUR WHEELS. 


NOISSIb $253 1550s 


THE FINAL CONTRABAND ITEM WAITS THE FINAL DESTINATION LIES AT 


RIDE THE RAILROAD TRACKS TO THE 


THIRD DROP-OFF NEAR THE TRUCK. FARTHER ALONG THE RAILROAD THE BASE OF THIS WATERFALL. 
TRACKS. UNFORTUNATELY, THE Don't utr THE ROCKS, OR THE 
COPS ARE CLOSING IN. COPS WILL CATCH YOU. LAND SO 


THAT A FEW MORE FEET PUTS YOU 
AT THE FLARE SMOKE. 


š 
Š 
K: 
å 
š 
Е 


a 


MISSION SUMMARY 
$297,328 
7 


$297 , 49 


NEW HIGH SCORE 
Qus EN PG: 


EXTRA SECONDS ON THE 
CLOCK MEAN А BIG BONUS ОМ 
YOUR SCORE. 


THE COPS ARE RELENTLESS. 


P4ISSION S: 
LOST AND FOUND 


1 Lost and Found 


eem like the Border Рай е are пес 
pleased with us Fergatien lev 
Jerden's buddy wax diving көше 
goodies астезх the berder and borde 
Patrol get the Ксепзе plates utt 
em төтен іс 


THERE ARE FEWER DELIVERY MIS- THE MAP SHOWS THE SPECIFIC PICK- 
SIONS, BUT THEY TAKE PLACE ON UP AND DROP-OFF POINTS. 
MORE CHALLENGING TERRAIN. 


CLIMB THIS HILL FIRST. 


THE FIRST PICKUP IS ACROSS Go ovER THIS LOW HILL TO THE THE FIRST DESTINATION IS IN 
THIS FIELD. ч FIRST CONTRABAND ITEM. THESE HILLS. 


IMAS OFFICIAL STRATEGY СІЛГЕ-- 
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THE FLARE SMOKE MARKS THE CROSS THIS FIELD, THEN BEAR LEFT. RIDE ALONG THE MOUNTAINS ON 
FIRST DROP-OFF ATOP A SMALL THE RIGHT. 
MOUNTAIN. 


THE SECOND PICKUP IS JUST OVER FOLLOW THE DIRT ROAD BETWEEN ALTHOUGH THE RED ARROW SOME- 
A RISE. THE CONTRABAND WAITS IN TIMES POINTS IN A DIFFERENT 

THE MIDDLE OF A DIRT ROAD. DIRECTION, CONTINUE TO FOLLOW 
THE DIRT ROAD. 


NOISSIW 5.53 1590s 


AT THIS SLOPE, YOU CAN PICK THE SECOND DROP-OFF IS NEAR SECOND DELIVERY DONE, THE 
UP SPEED. THIS TUNNEL, WHERE A HELI- MISSION CONTINUES. DRIVE 
COPTER WAITS. THROUGH THIS TUNNEL TO FIND 


UNE MORE PICK-UP. 
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32 
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FOLLOW THE ROAD TOWARD THE EXTRA DESTINATION IS IN THE You EASILY END UP WITH LOTS OF 
THIS CABIN. MIDDLE OF THIS RIVER. TIME ON THE CLOCK. 


MISSION SUMMARY | PAISSION e: 


а" ME THE Waw SOUTH 


FINAL SCORE 4948 12€ 


== | SMUGGLER'S MISSION 


i The Way South 


We've been offered the pg dow BEST SCORE. 
way. Bii бізі ме need їе ET 

ы = Че the client a laver. Feeshed b Y 
= = J Же сера, the ("беобу dropped » «жам 
THE SUMMARY SCREE 
EFFORTS. 


a ` 148. 9. 10 17 12 13 14 15 36 17+ 
% f THIS IS ANOTHER GANG CHALLENGE. ONCE AGAIN, PUT EACH TEAM- 
S A Your TEAM'S OBJECT: BEAT THE MATE IN AN S.U.V. то BLOCK 
O’GRADYS TO FIVE DELIVERIES. RIVALS AND GIVE YOURSELF A 
< UP BETTER CHANCE TO SNAG THE 
CONTRABAND. 


THIS MAP SHOWS THE GENERAL THIS MAP SHOWS THE STARTING Tue O'GRADYS ALWAYS GET THE 
AREA IN WHICH YOUR GANG LOCATION OF THE VEHICLES. FIRST PIECE OF CONTRABAND. 
AND THE O'GRADYS RACE FOR 

THE CONTRABAND. 


CONTRABAND SAGE 
= 


ke 


THERE'S JUST ENOUGH TIME ТО FOLLOW THE RED ARROW TO THE HERE'S THE FIRST DROP-OFF. DON'T 
BUMP ONE OF THE RIVAL VEHICLES FEST DESTINATION. WASTE ANY TIME; MOVE RIGHT ON 
AND STEAL THE CONTRABAND. TO THE NEXT PICKUP. 


ONE ОҒ YOUR TEAMMATES SNAGGED "TEAMMATE DELIVERY” YOUR TEAMMATES EXCEL, OFTEN 
THE CONTRABAND. PROVIDE BACKUP LOOKS AS GOOD AS THE MESSAGE REACHING THE CONTRABAND BEFONE 
50 А НІМДІ. DOESN'T STEAL IT. WHEN YOU MAKE A PERSONAL YOU OR THE O'GRADYS. 

DELIVERY. 


RIDE ALONG THE RAILROAD TRACKS YOUR TEAMMATE WILL LIKELY MAKE THE FOURTH PICKUP IS JUST OVER 
TO THE NEXT DESTINATION. THE THIRD DELIVERY. THIS HILL. 


NOISSIbI S.SON MS 
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Bump YOUR RIVAL TO SNAG THE FOLLOW THIS ROAD TO THE NEXT THE POLICE CARS ARE WEAK, BUT 
CONTRABAND. DESTINATION. SOME APPEAR NEAR THE FOURTH 
DROP-OFF. 


MISSION SUMMARY 

SCORE 4147 511 
TIME BONUS 445 
FINAL SCORE LIKT EET E) 
кыл OK 


— 


HICISTE Fet À 


ONCE AGAIN, YOUR TEAMMATE ONE OF YOUR TEAMMATES WINS THE ІЕ YOUR TEAM MOVES QUICKLY, А 


PULLS HIS OWN WEIGHT. MISSION FOR YOU; YOU DON'T HAVE FEW MINUTES REMAIN ON THE 
TO MAKE THE FINAL DELIVERY PER- CLOCK. THIS EXTRA TIME COVERS 
SONALLY TO FINISH. YOU IN CASE THE O'GRADYS MAKE 


A DELIVERY OR TWO. 


P4ISsSION 10: 
COUNTERFEIT WOMEN 


gt | SMUGGLER'S MISSION 


1 Counterfeit Women 


Jush рік up amik h ep off, baby fice BERT са 
de with the iadi 
ed of an 


410 11 12 13 14 15 18 17 48 17 


YOU RUN COUNTERFEIT MONEY IN THE МАР SHOWS ALL OF THE PICKUP THE FIRST BRIEFCASE OF COUNTERFEIT 


THIS MISSION. EXPECT LAW AND DROP-OFF LOCATIONS; THEY BILLS IS STRAIGHT AHEAD. 
ENFORCEMENT VEHICLES TO COME COVER THE AREA TO THE LEFT OF 
OUT OF THE WOODWORK. THE LAKE. 


Š 
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IMACS-OFFICIAL STRATEGY GUIDE. 
| ` “Gap 


FOLLOW THE RED ARROW UP THE HERE'S THE FIRST DROP-OFF. DRIVE BETWEEN THESE HILLS TO THE 
HILL TO THE RIGHT OF THE TUNNEL. NEXT PICKUP. 


CONTINUE ALONG THIS ROAD TO THE COUNTERFEIT MONEY IS WELL THE SECOND DROP-OFF IS NEAR 
GET THE CASH. HIDDEN UP ON THIS HILL. THESE SECLUDED CABINS. 


1 
[ 
: 


PASS THIS POLICE BLOCKADE AS THE СОР5 RAM YOU AS YOU HEAD FOR THIS TUNNEL TO LOSE 
QUICKLY AS POSSIBLE. APPROACH THE CASH, BUT IT GETS THE COPS. 
EASIER AFTER YOU ELUDE THEM: 
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SMUGGLER'S RUN : 


UNFORTUNATELY, MORE POLICE You FIND THE THIRD DROP-OFF UNFORTUNATELY, YOU MUST 


CARS BLOCK THE ROAD ON THE JUST AFTER YOU TURN AWAY FROM MAKE ONE MORE STOP. FOLLOW 
OTHER END. GO LEFT THROUGH THE COPS. THIS DIRT ROAD. 
THE PASS. 


THE FASTEST ROUTE TO YOUR FINAL DRIVE TO THE OUTSKIRTS OF TOWN. 
DESTINATION IS ACROSS THIS RIVER. 


BY THE POLICE BLOCKADE TO REACH 


THE ASPHALT ROAD. 


MISSION SUMMARY 
SCORE 206.160 
TIME BONUS 1 

$296,920 


THE FINAL DESTINATION IS THE COPS ARE SO RELENTLESS THAT A MINUTE OR MORE LEFT ON THE 


WITHIN SIGHT. THEY SLAM INTO YOU EVEN AFTER CLOCK AT MISSION'S END EARNS 
YOU COMPLETE YOUR GOALS. You A “GREAT” RATING. 


P4ISSION 11: 
DNA се DOA 


SMUGGLER'S MISSION 


Å DNA er DOA 


vel theee drops før you BY stone 
көрс HT 


REAL tout, ва Й 
aile: that needa te Бе Кері coki 
videnily, some naughty кей 
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THE MEDICAL CONTRABAND MUST THE MAP SHOWS ALL OF THE PICKUP THE FIRST BOX IS STRAIGHT AHEAD. 
REACH ITS DESTINATION, NO OUES- AND DROP-OFF LOCATIONS. 


TIONS ASKED. 


THE GRAVEYARD CONTAINS YOUR TIGHT TIMING MARKS THIS MISSION. STAY ON THE RAILROAD TRACKS ТО 


FIRST PICKUP. USE THE ROAD TO ACCELERATE AND MAINTAIN YOUR SPEED. 
SAVE TIME. 


NOISSI S283 Тегі 


THE FIRST DROP-OFF 15 OVER THE HEAD STRAIGHT TO REACH THE PiCK UP THE ВОХ AT THE TOP ОҒ 


HILL TO THE RIGHT OF THE RAIL- SECOND BATCH OF MEDICAL THIS HILL. 
ROAD TRACKS. CONTRABAND. 
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AVOID THE COPS AND HEAD LAND ON ALL FOUR WHEELS AS YOU THE SECOND DROP-OFF IS UNDER- 
TOWARD THE ROCKY AREA. CROSS THESE ROCKS, OR THE COPS NEATH THE HELICOPTER. 
WILL OVERTAKE YOU. 


THE TUNNEL IS A GREAT SHORTCUT THE FINAL PICKUP IS RIGHT NEXT TO 
PICKUP POINT. HEAD BACK OVER TO THE NEXT CONTRABAND LOCATION. THE MOUNTAIN. 
THE ROCKS, AND DRIVE THROUGH 
THE TUNNEL ON THE LEFT. 


MISSION SUMMARY 
сой” 2146 474 
TIME BONUS 


FINAL SCORE $146,558 


RESTART MI 


DONT INUF 


BACKTRACK THROUGH THE TUNNEL THE FINAL DESTINATION IS NEXT TO As YOU CAN SEE FROM THE SUM- 
PAST THE PREVIOUS DROP-OFF POINT THE TRUCK AND WATER TANKS. MARY, THERE'S NOT MUCH TIME LEFT 
TO ANOTHER BUMPY AREA BENEATH WHEN YOU COMPLETE THIS MISSION. 
THIS HILL. 


P4ISSION 12: 


RADAR TROUBLES 


éd (9 come dawn 
the Law gels mind of i 
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THE ONLY WAY FOR YOUR ACCOM- 
PLICE TO ESCAPE IS FOR YOU TO 
TAKE OUT THE RADAR TOWERS. THE 
S.U.V. IS GREAT FOR THAT. 


RAM THE RADAR TOWER HARD TO 
KNOCK IT OVER AND CLEAR THE 
CHECKPOINT. 


HEAD ACROSS THE RIVER, AND 
DRIVE UP THIS HILL. 


THIS MAP SHOWS THE LOCATION 
DF THE RADAR TOWERS AROUND 
THE LAKE. 


BUILD UP SPEED TO DRIVE UP THE 
SIDE OF THIS HILL. 


HERE'S THE THIRD RADAR TOWER. 


KNOCK ІТ OVER AND MOVE TOWARD 


THE LAKE. 


FiRST GO TO THIS RADAR TOWER 
NEAR YOUR STARTING POINT. 


THE SECOND RADAR TOWER 1S NEAR 
THE TRANSMISSION TOWERS. 


CLIMB THIS HILL AND FOLLOW THE 
GREEN ARROW TO THE NEXT 
RADAR TOWER. 
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NOD SAY BYA 


ТНЕ FOURTH RADAR TOWER 15 NEAR 
THE LONG DIRT ROAD THAT WEAVES 
THROUGH THE MOUNTAINS. 


. FOLLOW THE ROAD TOWARD THE 
GREEN ARROW. 


— 


MISSION SUMMAR a 


АБ. 900 
TIME m hi 
FINAL SCOP: «301 Md 
ORADE Ge ay 


IF YOU PLAN YOUR ROUTE CAREFULLY, 
YOU STILL HAVE A MINUTE OR TWO 
REMAINING. 
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HERE'S THE FOURTH TOWER. ONE 
MORE TO GO. 


THE FINAL RADAR TOWER IS 
PAST THE RAILROAD TRACKS 
NEAR THE LAKE. 


PAISSION 13: 


DRIVE OVER THESE HILLS TOWARD 
THE LAKE ROAD. 


KNOCK OVER THE FIFTH RADAR 
TOWER TO COMPLETE THE MISSION. 


BAIT AND SWITCH 


9 10 11 12 13 


THIS MISSION HAS JUST ONE PIECE 
OF CONTRABAND TO DELIVER. 
UNFORTUNATELY, SOMEONE ELSE 
тоок IT FIRST. USE THE S.U.V. то 
REACH THE OTHER VEHICLE AND 
SNAG THE CONTRABAND. 


THE DOTTED LINE ON THE MAP 
SHOWS THE OTHER VEHICLE'S 
ROUTE. ÅS LONG AS YOU INTERCEPT 
THE VEHICLE IN TIME, YOU CAN 
RETURN WITH THE CONTRABAND TO 
THE DROP-OFF LOCATION. 


ТАКЕ THIS ROAD РА5Т THE BIG CLIMB THIS HILL TO THE RAILROAD 
TRACKS. 


FOLLOW THIS ROAD IN THE DIRECTION 
OF THE GREEN ARROW. MOUNTAIN UNTIL YOU SEE THE 


RAILROAD TRACKS. 


BUMP THE VEHICLE WITH THE BLUE QuICKLY TURN AROUND AND FOLLOW THE ROAD ALONG 


ARROW OVER IT—THE VEHICLE WITH RETREAT DOWN THE RAILROAD THE RIVER. 


THE CONTRABAND. TRACKS. 


NOISSIW SANOIS 


CROSS THE BRIDGE AND HEAD THE ROAD THAT WINDS AROUND STAY IN THE MIDDLE OF THE ROAD 


TOWARD EUBANKS Mountain. EUBANKS IVIOUNTAIN BEGINS AT THE THAT TRAVELS UP THE MOUNTAIN SO 
BASE OF THE MOUNTAIN NEAR THE YOU DON'T FALL OFF THE EDGE, 
TUNNEL. 
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А TRICKY SPOT ON THE ROAD. IF Вино UP SPEED TO CLIMB STEEP THE DROP-OFF IS ON THE VERY TOP 
YOU GO OVER THE HUMP TOO SPOTS WITHOUT POLICE CARS OF THE MOUNTAIN. 
FAST, YOU GO OVER THE EDGE. CATCHING UP. 


MISSION SUMMARY 


Seoni ia 
2 TIME BONUS 157 


FINAL SCORE #10 #23 
Gm АТ 


= — _ 


FINISH THE MISSION AND EARN THIS THAT FINISHES UP THE FOREST 


VIEW FROM THE ТОР ОҒ EUBANKS MISSIONS. Now IT'S TIME TO HEAD 
Mountain. To Mexico. 
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THIS IS THE FIRST MISSION NEAR THE TROPHY TRUCK BECOMES Tue RALLY Car JOINS YOUR FLEET; 
THE U.S.-MEXICAN BORDER, WHERE AVAILABLE. USE ІТ OFTEN—IT CAN SMALL AND LIGHT, IT'S GREAT FOR 
THERE'S SAND AS FAR AS THE EYE TAKE A LOT OF DAMAGE AND MAIN- DUNES AND RACING. 

CAN SEE. TAIN HIGH SPEEDS. 


Тні5 MAP SHOWS THE PICKUP AND THE MISSION BEGINS AT THE THE FIRST PICKUP IS UP THE HILL. 
DROP-OFF LOCATIONS AMONG AIRPORT. 
RIDGES AND SAND DUNES. 


HERE'S YOUR FIRST ENCOUNTER FOLLOW THE RED ARROW ALONG HERE ARE THE GATES TO SoROTI 


WITH THE U.S. BORDER PATROL. THIS MOUNTAIN. CITY; INSIDE IS THE FIRST DROP-OFF 
BLOW PAST THE GATE OR RUN OVER LOCATION. 
THE FENCE. 
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THE RED FLARE SMOKE MARKS YOUR 
FIRST DESTINATION. 


THE SECOND DESTINATION IS IN 
THIS OASIS—A PLACE YOU'LL SEE 
MANY TIMES. ES 


BE VERY CAREFUL BY THE ROCKS. 
BiG ONES STOP YOUR VEHICLE. 


AFTER YOUR FIRST DELIVERY, SPIN OUT 
SO THAT YOU FACE THE GATES AND 
DRIVE OUT THE WAY YOU CAME IN. 


FOLLOW THE GREEN ARROW TOWARD 


THE WINDMILLS. 


DRIVE THROUGH THE FENCE TO 
Амоір U.S. BORDER PATROL 
VEHICLES, 


Dues 


THE SECOND PICKUP IS IN A NICHE 
ALONG A TRAIL. 


HERE'S THE THIRD PICKUP LOCATION. 


DRIVE TOWARD THIS WINDMILL TO 
REACH YOUR FINAL DESTINATION. 


AIRPORT. AIRPORT TOWER. AT DELIVERY. 


тере — Рбт5<том 15: 
MISSION SUMMARY 
ША | GOVERNMENT ISSUED 
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YOU FINISH THE MISSION WITH ONLY 
A FEW SECONDS TO SPARE. 


М6 т а в 10 11 12 13 14 15 


DANGEROUS: THIS MAP SHOWS ALL OF THE 


THIS MISSION 15 


TAKING CONTRABAND FROM THE IMPORTANT MISSION LOCATIONS. 
U.S. Авму. 


HEAD TOWARD THIS HiLL FOR THE THE FIRST PICKUP IS BETWEEN 
FIRST CONTRABAND. THESE WINDMILLS. 


THE MISSION ENDS NEAR THE THE FINAL DROP-OFF IS BEHIND THE THE COPS AREN'T FAR BEHIND YOU 


2 
2 
z 
> 
e 
> 
= 
m 
K 
e 
° 
z 


— : 


SMUGGLER'S RUN 


DELIVER THE CONTRABAND NEAR HEAD INTO THE HILLS PAST THIS THE SECOND PICKUP IS IN THE CEN- 
THIS TRUCK. CRUMBLING WALL. TER OF THIS SMALL TOWN. 


VII 909 
JE 


SNAG THE CONTRABAND AND HEAD AVOID THE COPS AND PICK UP HEAD DOWN INTO THIS CRUMBLING 
OUT. THE COPS ARE ON YOUR TALL. SPEED AS YOU CLIMB THIS HILL. FORT FOR THE SECOND DROP-OFF. 


Drive CAREFULLY OUT THE OTHER HEAD UP THIS STEEP SLOPE AND DRIVE DOWN THE BUMPY INCLINE 
SIDE. МОНЕ POLICE CARS JOIN BEAR RIGHT. AND TAKE A HARD RIGHT TO THE 
THE CHASE. FINAL STASH. 


== 
5100,000 


2/3 


TURN AROUND BEFORE THE POLICE DRIVE OVER THE SLOPE IN THE 


ARRIVE AND HEAD TOWARD THIS DIRECTION OF THE RED ARROW. FINAL DELIVERY. 
MOUNTAIN. THE THIRD DESTINATION IS ALMOST 
IN SIGHT. 


Ж < mee cm 
MISSION SUMMARY 


SCORE $248 550 


TIME BONUS м 
FINAL SCORE $746 430 


GRADE GREAT 


CONTINUE 


ӨТТ, MISSION SOMPLESZ 


THE U.S. ARMY PURSUES YOU, THIS SMALL DESERT TOWN You EARN A "GREAT" RATING AS 


TOO, BUT CAN'T STOP YOU THIS MAKES A PERFECT PLACE TO LONG AS YOU FINISH INTACT. 
CLOSE TO YOUR GOAL. TRADE CONTRABAND. 


P4ISSION 16: 
TRAFFICKING OFFENSES 


1 Teatttoning Offenses 
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THIS MISSION IS A RACE AGAINST Pur YOUR TEAMMATES INTO CoLLECT CONTRABAND IN THE 
THE SIERRA CARTEL, ONE OF TWO TRoPHY TRUCKS. MARKED AREA. 

GANGS WORKING THE AREA, TO COL- 

LECT FIVE ITEMS OF CONTRABAND. 


т 
x 
= 
> 
© 
> 
* 
m 
v 
© 
е 
5 


SMUGGLER'S RUN 


op 


THE MISSION BEGINS IN THIS SMALL THE SIERRA CARTEL ALWAYS BEATS SLAM INTO THE CARTEL MEMBER 


TOWN. YOU TO THE FIRST PICKUP BECAUSE CARRYING THE CONTRABAND AND 
THEIR STARTING LOCATION IS CLOSER. STEAL IT. 


TURN AROUND TO FOLLOW THE IF YOU TRANSFER THE CONTRA- THE SECOND PICKUP IS IN THIS 
GREEN ARROW. BAND ТО А ТЕАММАТЕ, HE OFTEN ABANDONED FORT. 

DELIVERS IT WITHOUT PROBLEM. 

HEAD FOR THE NEXT PICKUP WHILE 

HE DELIVERS THE CONTRABAND. 


; PR ONENT SIERUP, 
Гн е øp 
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LEAVE THE FORT AND HEAD TOWARD THE SECOND DROP-OFF LOCATION IS HEAD TO THE OASIS FOR THE THIRD 
THESE ROCKS. ^ JUST OVER A RISE IN THE SAND. PICKUP. 
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DRIVE PAST THIS РЕАК TOWARD ТНЕ 
THIRD DROP-OFF DESTINATION. 


SNAG THE CONTRABAND IN THIS 
SMALL TOWN WHILE YOUR OPPO- 
NENTS CRASH INTO EACH OTHER. 


GRAB THE CARGO AND HEAD 
TOWARD THIS ROCK. 


TRANSFER THE CONTRABAND TO A 


TEAMMATE IN THE LAST SECONDS, 
THEN MOVE TOWARD THE NEXT 
PICKUP. 


YOUR DESTINATION AND THE 
CARTEL'S ARE RIGHT NEXT TO EACH 
OTHER. 


BuiLD UP SPEED ALONG THIS FLAT 
PLAIN. 


FOLLOW THE GREEN ARROW TO THE 
NEXT STASH. Move FAST—THE 
CARTEL SOMETIMES GETS AHEAD. 


THE FINAL PICKUP iS AT THE BOTTOM 
OF THIS DANGEROUS CANYON. 


THE FINAL DESTINATION iS JUST TO 
THE RIGHT OF THE PALM TREES. 
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MISSION SUMMARY 
7 dria ver 
TIME BÓNUS sa 
РИА SCONC 3) Jar 
GRADE ж 


MOVE FASTER TO EARN А BETTER 
AS YOU FINISH. RATING THAN "OK." 


P4ISSION 17 
PÅTSCELLANEOUS BITS 
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IT WAS ONLY А MATTER OF TIME THE МАР SHOWS PICKUP AND DROP-OFF BEGIN IN THIS SMALL TOWN. 
BEFORE “ORGAN SMUGGLER” BECAME LOCATIONS. 
PART OF YOUR JOB DESCRIPTION. 


FOLLOW THE GREEN ARROW THROUGH DRIVE PAST THE OPENING ON THE MAKE THE FIRST PICKUP NEAR THIS 
THIS CANYON. E LEFT AND MOVE DOWN THE SLOPE. ABANDONED CAR. 


PRIMAGAMES.COM 


TMA'SOFFICIAE STRATEGY GUIDE __ 


CONTINUE DOWN THE SLOPE. BuiLD UP SPEED TO ASCEND THIS FOLLOW THE RED ARROW, AND 
FoLLOW THE RED ARROW IF YOU STEEP SAND DUNE. THE COPS WILL DRIVE ALONG THE TRAIL TO THE LEFT 
GET LOST. CATCH YOU IF YOU SLIDE BACK. SIDE OF THE PEAK. 


THE BUMPY AREA AHEAD IS THE THE FIRST DROP-OFF IS ON A 

TRICKIEST PART. DRIVE FAST TINY LEDGE PAST THE BUMPY THE GREEN ARROW TO THE NEXT 
ENOUGH TO CLEAR THE DUNES, BUT SAND DUNES. PICKUP. 

CONTROL THE VEHICLE SO YOU 

DON'T CRASH. 


QUICKLY PASS THROUGH THIS TOWN BUILD UP SPEED ALONG THIS SLOPE. THE SECOND DROP-OFF IS IN THIS 


TO COLLECT THE KIDNEYS. FAMILIAR ABANDONED FORT. 


x 
š 
š 
| 
% 
© 
š 


PASS THROUGH THE FORT AND НОР THE LAST KIDNEY PICK-UP IS ON TIME IS RUNNING OUT. FOLLOW 
OVER THIS HILL TO FOLLOW THE THE FLAT AREA NEAR THIS HIGH THE RED ARROW TO THE FINAL 
GREEN ARROW. SAND DUNE. DESTINATION. 


MISSION SUMMAR 
SCORE $295.024 
TIME BONUS ^ 
FINAL SCORE ©3514 
GRADE ЙЕ АТ 


THE THIRD DROP-OFF IS АТ THE TIMING IS TIGHT. Å FEW SECONDS 


BOTTOM OF THE ANCIENT TEMPLE LEFT ON THE CLOCK IS А BLESSING. 
STAINS. 


PÅTSSION 18: 
RED OR DEAD 


жашы 


=< | SMUGGLER'S MISSION 


Red or Dead 


very dangereus people Wants SEHT SCORE 
көте very dangero Р PLAYER 4ймус- 
bey wanl te use газ) 

s efexaienals. Nechon we'll make 

be grade. But fest we have агас 


i49 10 11 12 13 14 15 16 17 18 


e -— — — 
——— ie ter 


" = = — —— ——— 
Тні5 15 А DIFFICULT RACE Use THE RALLY CAR; ITS WEIGHT THIS MAP SHOWS THE CHECKPOINTS 
AGAINST THE А20 GANG. IF AND SPEED HELP WITH TIGHT TURNS. FOR THE RACE. 


YOU'RE BEHIND THE OTHER 
VEHICLES AFTER THE THIRD 
CHECKPOINT, YOU MIGHT AS 
WELL START OVER. 
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TIP4A'S-OFFICIAE STRATEGY GUIDE _ 
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= I Amet 
You BEGIN BEHIND; BUILD UP TRY TO FORCE AT LEAST ONE THE SECOND CHECKPOINT IS RIGHT 
SPEED ON THIS STRAIGHTAWAY TO VEHICLE TO CRASH AS YOU BEFORE THIS BUMPY AREA. 
CATCH UP. CRUISE THROUGH THE FIRST 
CHECKPOINT. 


STAY IN THE MIDDLE OF THE ROAD THE THIRD CHECKPOINT IS AT THE 


DRIVE UP THE STAIRS, BUT STAY 


THAT GOES THROUGH THE BUMPY BASE OF THE WOODEN STAIRS. TOWARD THE MIDDLE SO YOU DON'T 
AREA, OR YOU LOSE YOUR POSITION. FALL OFF THE LEFT SIDE. 


THE FOURTH CHECKPOINT IS NEXT THE FINAL CHECKPOINT 15 IN THE THis CLOSE TO THE FINISH LINE, 


TO THIS BIG ROCK. MIDDLE OF TOWN. NOT EVEN A BUMP FROM BEHIND 
CAN STEAL YOUR VICTORY. 
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MISSION SUMMARY 
SCORE $75.000 
ТІМЕ BONUS * 
FINAL SCORE $75,140 
GĦADE GOOD 


THIS 15 ONE OF THE TOUGHEST 
MISSIONS IN THE GAME. DON'T 
WORRY ABOUT YOUR RATING. JUST 
MAKE IT TO THE FINAL CHECKPOINT 
IN FIRST PLACE. 


YOU BEGIN THE MISSION IN THIS 
SMALL TOWN. LEAVE THROUGH THE 
FRONT GATES. 


THE CONTRABAND COMES IN 
RADIOACTIVE CANISTERS. 


Рт<<том 19: 
HoT ZONE 
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SMUGGLER'S MISSION 


We gut the job. This pg a гей һе 
stuff. tadieactive w something 
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YOUR CONTRABAND IN THIS MIS- THE MAP SHOWS ALL OF THE PICKUP 
SION !S RADIOACTIVE WASTE. AND DROP-OFF LOCATIONS. 

WATCH OUT FOR THE CIA, THEY 

WANT TO PREVENT YOU FROM 

SMUGGLING THIS DANGEROUS 

CARGO INTO THE UNITED STATES. 


FOLLOW THE GREEN ARROW PAST DRIVE THROUGH THIS FENCE 
THESE MOUNTAINS. TOWARD THE CARGO. 


=== 


Drive TO THE LEFT OF THIS PEAK. REACH THIS DROP-OFF BEFORE YOUR 
THOUGH BUMPY, IT'S THE FASTEST VEHICLE STALLS. 
WAY TO THE DROP-OFF. 


FOLLOW THE GREEN ARROW UP THIS 
HILL TO THE NEXT PICKUP. 


Тиям AROUND AFTER YOU МАКЕ 
THE PICKUP AND HEAD TOWARD THE 
WINDMILLS. 


Drive THROUGH THIS OPENING TO 
REACH THE SECOND DROP-OFF IN 
RECORD TIME. 


DRIVE THROUGH THIS FENCE AND 
PASS THE GIANT ROCK ON THE 
RIGHT SIDE. 


DRIVE THROUGH THE FENCE AT THE 
BORDER AND STAY OFF THE ROAD. 


DELIVER THE CARGO NEAR THIS 
HELICOPTER. 


THE SECOND RADIOACTIVE CANISTER 
IS NEAR THE Oll. DRILLS. 


Cur ACROSS THIS SAND DUNE AND 
FOLLOW THE RED ARROW ACROSS 


THE ROAD. 


CLIMB THIS STEEP SLOPE TOWARD 
THE FINAL PICKUP. 


3 
$ 


213 


THE FINAL CANISTER IS STRAIGHT PICK uP THE CANISTER AND FOLLOW STAY TO THE LEFT OF THE TELE- 
AHEAD ОМ THE FLAT MESA. THIS DIRT ROAD. PHONE POLES SO THAT THE CIA 
VEHICLES CRASH INTO ТНЕМ. 


ERE Es 
9 596,593 
23. 


ТАКЕ THE MOUNTAIN РА55 ОМ THE REACH TOP SPEED WHEN YOU DRIVE LAND AS CLOSE AS POSSIBLE TO 
RIGHT WHEN THE ROAD SPLITS. UP THIS RAMP—YOU MUST CLEAR A THE DROP-OFF 
DEEP CREVASSE ON THE OTHER SIDE. 


vo SIs 
TETEN You may THIS IS NOT 
К КЩ SEVERELY А TOUGH 
Å DAMAGE OR MISSION, 
STALL YOUR BUT THERE'S 
VEHICLE. LIMP NOT MUCH 
FORWARD LEEWAY FOR 
INTO THE RED MISTAKES. 
SMOKE TO 
FINISH. 
xU 
PáissioN 20: 
e 
sss сы — қ 
THIS IS ANOTHER THE MAP 
7 RACE WITH А SHOWS THE 
Viva La Reveiution RIVAL GANG TO LARGE REGION 


MAKE FIVE DELIV- 
ERIES. THERE'S 
ENOUGH ТІМЕ ОМ 
ТНЕ СІОСК, ВОТ 
YOUR OPPONENTS 
ARE VERY FAST. 


IN WHICH THIS 
MISSION TAKES 
PLACE. 


411 32. 15 14 1B 46 17 18 19 20 


5 
{ 
3 
š 
i 


BEGIN IN THIS SMALL TOWN. PuT ONCE OUT OF TOWN, HEAD А RIVAL GANG MEMBER ALMOST 


YOUR TEAMMATES IN TROPHY THROUGH THIS CANYON. ALWAYS BEATS YOU TO THE FIRST 
TRUCKS TO GET THE MOST HELP PICKUP. 
FROM THEM. 


SNAG THE CONTRABAND FROM THE SECOND PICKUP IS PAST THE Drive BACK DOWN THE HILL PAST 
YOUR OPPONENT, THEN MAKE THE BORDER FENCE. THE BORDER TO THE SECOND 
DELIVERY NEAR THESE OIL DRILLS. DROP-OFF. 


А 


HERE'S THE SPOT FOR THE SECOND FoLLOW THE PATH UP THIS HILL TO TAKE THE CONTRABAND FROM YOUR 


DELIVERY. THE NEXT PICKUP. TEAMMATE IF HE BEATS YOU TO IT, 
THEN CROSS THE BORDER TO THE 
DROP-OFF. . 
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BoTH TEAMS' DELIVERY SITES ARE DRIVE PAST THIS CITY TO THE THE NEXT DROP-OFF IS NEAR THE 
IN THE SAME OPEN PATCH OF SAND. NEXT STASH. PIPELINE. 


CLIMB THE HILL PAST THE BORDER FOLLOW THE RED ARROW TO THE Тне FiNAL DROP-OFF 15 NEXT TO 
FOR THE LAST PICKUP. FINAL DESTINATION AT THE BOTTOM THE SMALL BUILDING. 
OF THIS HILL. 


P4ISSION 21: 
SELLING YOUR SOUL 


ap : LER'S MISSI 
MISSION SUMMARY SMUGGLER'S MISSION 


"CORE $247 515. 
тшк BOM 454 
FINA SCORE 250 fos: 
ORADE ONCAT 


elling Your Soul 


Seems some “tois guide warts fo sei! BKT DARE 
voit a few мШәсіз. Sirsighl eut the "m 

Artec temple. lir don't own the temple 

9 he needs ihe Хез of из. Quite а 


Ë; jew things io жөн 

SLIDE INTO THE DELIVERY SITE eU kimi 

TO FINISH. 

1412 13 14 15 16 17 18 19 20 21} 
š ІЕ YOU WORK WELL WITH YOUR THIS IS ANOTHER RACE TO COLLECT 
TEAMMATES, IT'S EASY TO FINISH A SET AMOUNT OF CONTRABAND 

š WITH A “GREAT” RATING AND BEFORE THE SIERRA CARTEL DOES. 
< ` p TIME ON THE CLOCK. THE GOAL is 18 DELIVERIES—WHICH 
= LEAVES SOME ROOM FOR MISTAKES. 
a 


You HAVE THREE TEAMMATES IN 
THIS MISSION. PUT THEM ALL IN 
TROPHY Trucks. 


THE MISSION BEGINS AT THE 
DROP-OFF LOCATION. BRING ALL 
CONTRABAND HERE. UNLIKE 
OTHER MISSIONS, THE DROP-OFF 
REMAINS THE SAME THROUGHOUT, 


THE KEY TO SUCCESS IS TO SNAG 
CONTRABAND FROM THE RIVAL 
GANG. EVERY ITEM YOU SNAG FROM 
А RIVAL CAR 15 ONE LESS CHANCE 
FOR THE OTHER GANG’S SUCCESS. IF 
YOU MANAGE TO TAKE EVERY ITEM 
FROM YOUR RIVALS, YOU FINISH 
BEFORE THEY COLLECT EVEN HALF 
OF THE NECESSARY ITEMS. 


KS DFFICIAE STRATEGY GUIDE. 
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THE МАР SHOWS THE AREA AROUND 
THE ANCIENT TEMPLE WHERE YOU 
FIND THE STASHES. 


THE CLOCK BEGINS АТ 10 MIN- 
UTES—MORE THAN ENOUGH TIME ТО 
COLLECT 18 ITEMS. 


LoAD UP AND HEAD BACK TO 
DELIVER. 


THe SIERRA CARTEL BEATS YOU 
TO THE STASH. FORTUNATELY, 
THERE ARE FOUR ITEMS PER 
PICKUP LOCATION—ENOUGH TO 
GO AROUND. 
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THESE ARE THE BEST WORDS TO 
APPEAR ONSCREEN IN THIS MISSION. 


HEAD TOWARD THE GREEN SMOKE 
FOR ANOTHER BATCH. 
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ONE SET ОҒ ITEMS 15 ОМ THE 
TEMPLE STEPS. 


* 


Bump RIVAL CARS AS THEY HEAD 
BACK TO THEIR DROP-OFF. YOURS IS 
CLOSE BY, SO THERE'S PROBABLY NO 
CHANCE FOR THEM TO RECOVER THE 
SNAGGED CONTRABAND. 


WAIT FOR YOUR TEAMMATES ТО 
STEAL ITEMS FROM YOUR RIVALS. 
STEP IN ONLY IF THEY AREN'T 
SUCCESSFUL. 


ÅS YOU GET CLOSER TO COM- 
PLETING ALL 18 DELIVERIES, THE 
SIERRA CARTEL CONCENTRATES 
MORE ON SNAGGING ITEMS 
FROM YOU. 
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THE TEMPLE STEPS ARE ROUGH, BUT 


YOU MUST MAKE THE JOURNEY. 
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ЕАСН РОТ FROM THE ТЕМРІЕ IS 
woRTH $100,000. 


MISSION SUMMARY 
SCORE 3092266 
TIME BONUS 21 
FINAL SCORE: 3694 576 
GRADE ж 


GONTINUE 


It’s CHALLENGING TO GO FOR A 
NEW HIGH SCORE. YOU ONLY GET 
MONEY FOR THOSE ITEMS YOU PER- 
SONALLY DELIVER, SO TRY TO OUT- 
PACE YOUR TEAMMATES. 


THIS SCORE REPRESENTS SEVEN 
DELIVERIES NOT MADE BY TEAM- 
MATES. TRY FOR 10 on 15. 


=PRIMA'S OFFICIAL STRATEGY GUIDE. 
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PÅTSSION 22: 
Don't LISTEN Now 


ttle chais, бару. Listening part: 
ave sprung up everywhere. Garde 
Warts them Taken өші. Anyway yeu lk 


just take "e and fant. befor 
Беу krev what's gaing or 
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THIS MISSION 1S LIKE THE ONE IN THIS MAP SHOWS THE LOCATION OF DRIVE PAST THE WINDMILLS. 
WHICH YOU KNOCKED OVER RADAR THE LISTENING POSTS. THE ONLY 

TOWERS. YOU MUST DISABLE EIGHT WAY TO FINISH IN TIME IS TO KNOCK 

LISTENING POSTS. OVER ALL OF THE POSTS CLOSE TO 


EACH OTHER BEFORE YOU DRIVE TO 
THE NEXT SET. 


THE FIRST LISTENING POST IS ON Маке SURE YOU KNOCK OVER FOLLOW THIS ROAD AROUND 
THE ROCKY GROUND. THE POST AND DRIVE THROUGH THE BEND. 
THE RED SMOKE. 


NOISSIW $Sx3T759 IS 


PASS THE BORDER AND KNOCK DRIVE PAST THIS BORDER STATION THE THIRD LISTENING POST IS NEXT 
OVER THE POST NEAR THE FAR AND FOLLOW THE ROAD TOWARD ТО THIS BIG ROCK. 
MOUNTAIN. THE WINDMILLS. 


AKON S3IANTON Ды: 


KNOCK OVER THE POST AND SPIN THE NEXT LISTENING POST IS FAR- CLIMB THIS STEEP SAND DUNE TO 
AROUND SO THAT YOU FACE AWAY THER AWAY. REACH THE POST. 
FROM THE MOUNTAIN. 


THE FIFTH LISTENING POST IS IN Go TOWARD THIS FORT FOR THE 
A DANGEROUS DITCH NEAR SIXTH LISTENING POST. 


THAT'S FOUR DOWN, FOUR TO GO. 


SOME PIPES. 


AVOID THE POLICE CAR ABOUT TO THAT'S THE SEVENTH LISTENING POST. RAM THE SEVENTH POST AND MOVE 
DROP ONTO YOU, AND HEAD  - 4 AWAY QUICKLY BEFORE THE POLICE 
TOWARD THE RED SMOKE. h CLOSE IN. 
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SUCCESS IS JUST A FEW FEET AND 
ONE POST AWAY. 


P4ISSION 25; 


GRAB AND GO 


The Law are tahing some highiy 
талын evidence whith could 
get ux ict a Jet of trouble. We 
wed ikat package, et мех al 
geing dawn. Tahe it aff them 
ike candy off a baby, bab, 
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THiS IS ANOTHER MISSION IN WHICH 
YOU MUST STEAL AN ITEM FROM A 
MOVING VEHICLE AND DELIVER IT TO 
ANOTHER LOCATION. 


RIDE DOWN THE TEMPLE STAIRS. 


THAT'S THE END OF EAVESDROPPING 
IN THE DESERT. 


THE DOTTED LINE SHOWS THE PATH 
OF THE TARGET VEHICLE. THE CIRCLE 
MARKS THE DROP-OFF LOCATION. 


YOUR OPPONENT IS STILL TOO FAR 
AWAY TO CATCH. і 


4162 700 
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CONTINUE 


Tuis 15 AN EASY MISSION. THE 
CHALLENGE IS TO FINISH FIRST WITH 
THE MOST TIME LEFT, SO PLAN YOUR 
ROUTE CAREFULLY. 
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OPPONENT PICKUP, 


THE MISSION BEGINS IN THE MIDDLE 
OF THE ANCIENT TEMPLE. YOUR 
OPPONENT ALREADY HAS THE 
Goops. 


FOLLOW YOUR OPPONENT ALONG THE 
PATH OF THE EARLIER RACE. HEAD 
TOWARD THE TELEPHONE POLES. 
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DRIVE OVER THE BUMPY SAND 
DUNES. YOU'RE GETTING CLOSER. 


SNAG THE CONTRABAND BEFORE 
YOUR OPPONENT REACHES THE BLUE 
FLARE SMOKE. 


AIM FOR THE PLANE AND DON'T 
WORRY ABOUT CRASHING INTO IT. 


SPEED UP THESE WOODEN STAIRS 
BUT AVOID THE LEFT SIDE. YOU 
MIGHT SLIP OFF THE EDGE. 


FOLLOW THE RED ARROW TOWARD 
THE DELIVERY POINT. 


Gs oup era FN 


THIS MISSION ONLY HAS ONE 
DELIVERY—A TOUGH ONE. 


DESCEND INTO THIS CANYON TO 
PICK UP SPEED AND CLOSE IN. 


TIME 15 TIGHT, BUT YOU CAN 
MAKE IT. 


Е: 

MISSION SUMMARY 
scone 598,544 
TIME BONDE H 
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Time IS SCARCE ON THIS MISSION, 
AND YOUR PROFITS ARE HARD- 
EARNED. 


P4ISSION 24: 


CHRISTMAS BONUS 


SMUGGLER'S MISSION 


1 Christmas Bonus 


THIS IS A VERY DIFFICULT MISSION 
BECAUSE YOU DRIVE ALL OVER THE 
DESERT AND THE COPS ARE PARTIC- 
ULARLY AGGRESSIVE—MAYBE 
BECAUSE IT’S THE LAST TIME THEY 
SEE YOU. 


BUILD UP SPEED TO DRIVE OVER THIS 
STEEP DUNE WITHOUT SLIPPING. 


DRIVE BEHIND THE CITY TO REACH 
THE NEARLY HIDDEN TUNNEL. 


THE PICKUP AND DROP-OFF LOCA- 
TIONS SPAN THE ENTIRE REGION. 


THE FIRST CONTRABAND ITEM 15 
ATOP THIS HILL. 


RIDE THROUGH THE TUNNEL. 
STAY АТ ТОР SPEED—IT'S А 
VERY STEEP PATH. 


LOCATION AND DRIVE TOWARD THE 
BIG ROCKS AND YOUR FIRST PICKUP. 


DRIVE THROUGH THE RUINED FORT 
AND FOLLOW THE RED ARROW. 


THE TUNNEL CURVES SHARPLY 
LEFT NEAR THE END. SLIDE IN 
THAT DIRECTION WHEN YOU 
REACH THAT POINT. 


HEAD OUT OF THE TEMPLE STARTING 
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THE END OF THE TUNNEL 1S NOW THE FIRST DROP-OFF IS JUST OUT- FoLLOW THE GREEN ARROW AFTER 
IN SIGHT. SIDE THE TUNNEL. YOU COMPLETE THE FIRST DELIVERY. 


== poem = —.?.?”."[, — 2-85 
Со RIGHT WHEN YOU REACH TOWN. FOLLOW THE GREEN ARROW TO THE UNFORTUNATELY, YOU MUST GET 
SECOND PICKUP IN THE OASIS. WET TO MAKE THE SECOND PICKUP. 


THAT ONLY MAKES A DIFFERENCE IF 
THERE ARE VEHICLES IN PURSUIT. 


— = = 2 = = 
TAKE A RIDE THROUGH THE BUMPY Go LEFT AT THIS OPENING IN SLIDE INTO THE DROP-OFF SO THAT 
SAND DUNES. : THE ROCKS. YOU FACE AWAY FROM THE TRUCK. 
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STRATEGY GUIDE _ 


TAKE THE PLUNGE INTO THE HEAD TOWARD THE AREA BEHIND DRIVE STRAIGHT TOWARD THE TUN- 


CANYON. IT'S THE ONLY WAY ТО THE TEMPLE FOR THE FINAL PICKUP. NEL ENTRANCE AND PICK UP THE 
FINISH IN TIME. YOU STALL ONLY IF CONTRABAND AS YOU ENTER. 
YOU LAND INCORRECTLY. Don'T LOSE MOMENTUM OR LAW 


ENFORCEMENT VEHICLES CATCH YOU 
AT THE BOTTOM. 


THIS TUNNEL IS EVEN STEEPER THAN THE FINAL DROP-OFF IS JUST ON Now vou MUST MAKE IT TO THE 


THE LAST. THE OTHER SIDE OF THE TUNNEL. AIRPORT. FOLLOW THE RED ARROW 
THROUGH THE NEXT TUNNEL. 


Ріск UP SPEED ON THE ROAD. THE FINAL DESTINATION IS NEXT TO COMPLETE THIS MISSION AND HEAD 
THIS PLANE AT THE AIRPORT. BACK NORTH TO A COOLER CLIMATE. 


т 
= 
z 
© 
>: 
= 
т 
Å 
А 
© 
z 


£ 
° 
o 
P 
ш 
= 
E: 
5 
< 
z 
A 
Га 


2 "ENS Mission 25: 


Е Мор COMFORTS 


SCORE 2199 par 
TIME BONUS эз 
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SMUGGLER'S MISSION 


ЖЕЙТ SCORE 


FINAL SCOME 3191.372 
GRADE. OREAT 
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CONTINUE 


TOE бер PLAYER {Massive Truck > 
173706 

= — 3 Р Ha m ме 
THIS MISSION IS ESPECIALLY CHAL- 
LENGING BECAUSE IT'S SO SPREAD 
OUT. TRY TO BEAT YOUR BEST 
SCORE AND MAINTAIN YOUR SPEED 
THROUGH THE TUNNELS. 


THIS MISSION RETURNS YOU TO THE TRUCK !S NOW AVAIL- 
U.S.-CANADIAN BORDER, BUT NOW IT'S ABLE. IT TAKES DAMAGE WELL, BUT IT'S 
WINTER—SNOW AND ICE EVERYWHERE. SLOW AND AWKWARD. THIS VEHICLE 
HANDLES ICE BETTER THAN ANY OTHER. 


PLAYER — 4 Maltary Vehicle P 


Tut MILITARY VEHICLE IS THE BEST THE MAP SHOWS THE PICKUP AND THE MISSION BEGINS ALONG THESE 
ALL-AROUND VEHICLE TO USE IN DROP-OFF LOCATIONS AROUND THE RAILROAD TRACKS. FOLLOW THE 
SMUGGLER'S Run. ONCE IT FROZEN LAKE. GREEN AUROW: 


BECOMES AVAILABLE WITH THIS MIS- 
SION, TRY SOME OF THE EARLIER 
MISSIONS WITH THIS VEHICLE. 


€3100,000 
279 


DESCEND TO THE ROAD FROM THIS 15 YOUR FIRST ICE EXPERIENCE. FOLLOW THE RED ARROW INTO THE 
THE RAILROAD TRACKS ABOVE. DRIVE ONTO THE FROZEN RIVER TO MOUNTAINS. 

THE GREEN FLARE SMOKE OF МАКЕ THE FIRST PICRUF. 

THE FIRST PICKUP IS VISIBLE 

AHEAD. 


IMACS OFFICIAL STRATEGY GUIDE _ 


TAKE THE MOUNTAIN PATH TO PICK THE FIRST DROP-OFF IS ON THE FLAT SPIN AROUND AFTER YOU MAKE THE 
UP SPEED. YOU NEED A FAST VEHI- PATCH OF SNOW STRAIGHT AHEAD. DELIVERY, THEN HEAD BACK DOWN 
CLE TO GET OVER SOME OF THE THE MOUNTAIN PASS. 


HILLS AHEAD. 


9323,93: 
39 


DRIVE THROUGH TOWN. HEAD UP THE HILL TO THE TRANS- DROP DOWN TO THE ROAD AND FOLLOW 
MISSION TOWERS FOR THE SECOND IT TOWARD THE SECOND DROP-OFF. 
PICKUP. 


МАКЕ THE SECOND DELIVERY АТ DRIVE UP THE RIVERBANK TO THE CONTINUE ALONG THE RIVER. 


THIS RIVER BEND. TIME IS VERY DROP-OFF. SWERVE TO THROW OFF THE POLICE. 
TIGHT. 
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THE FINAL PICKUP IS JUST OVER 
THIS RIVERBANK. 


DRIVE ALONG THE SIDE OF THIS HILL, 
BUT DON'T SKID. THE LAW IS ON 
YOUR TAIL UNTIL THE LAST SECOND. 


Te EE -————+ и" 
Тне FINAL DROP-OFF IS ІМ АМ 
OUT-OF-THE-WAY PLACE ON THE 
SIDE OF A HILL. 


HERE'S THE FINAL CONTRABAND DRIVE UP THIS ROAD AND FOLLOW 
ITEM. THE LAST DELIVERY IS THE THE RED ARROW. 
TOUGHEST. 


CROSS THIS ROAD, THEN HEAD UP МАКЕ UP FOR LOST TIME BY PICKING 


THE HILL. UP SPEED ON THE RAILROAD TRACKS. 


MISSION 
SCORE FEO 094 
| TIME BONUS n 
FINAL SCORE $470 404 
СИУ HEAT 


THIS MISSION IS MORE DIFFICULT WHEN YOU GET USED TO THE SNOW 


THAN ANY OF THE DESERT MISSIONS. AND ICE, SEE IF YOU CAN SHAVE 
SEEING YOU RETURN HOME ENRAGES SOME SECONDS OFF YOUR BEST TIME. 


LAW ENFORCEMENT AGENCIES AND 
MOTIVATES THEM TO TRY HARDER. 


PÅTSSION 26: 
SANTAS LITTLE MINDERER 


£ | SMUGGLER'S MISSION 


Santa's Little Hinderer 
== «о 


THIS MISSION IS LIKE THE LAST, ІМ THE МАР SHOWS THE WIDE AREA HEAD TOWARD EUBANKS 
THAT THERE ARE THREE DELIVERIES OVER WHICH THE PICKUP AND DROP- MOUNTAIN FOR THE FIRST ITEM. 
IN THE SAME GENERAL AREA—BUT OFF LOCATIONS ARE SPREAD. 


PICKUP AND DROP-OFF POINTS ARE 
MUCH TOUGHER TO REACH WITHIN 
THE TIME LIMIT. 


DRIVE THROUGH THE RAILROAD CLiMB THIS SMALL HILL TO PICK FOLLOW THE RAILROAD TRACKS 
TRESTLE AND PICK UP SPEED ON UP THE CONTRABAND BENEATH THE TOWARD THE MOUNTAIN. 
THE TRACKS. HELICOPTER. 


CONTINUE ALONG THE TRACKS CoMPLETE THE FIRST DELIVERY FOLLOW THIS SNOW-COVERED ROAD 
THROUGH THE TUNNEL UNDER THE IN THIS CLEANING BEHIND THE TO THE NEXT PICKUP. 
MOUNTAIN: MOUNTAIN. 


мос» SSINVÉVIAM Her 


CONNECT TO THE RAILROAD TRACKS DESCEND INTO THE VALLEY FOR THE CROSS THE RIVER THROUGH THE 
AND SNAG THE CONTRABAND JUST NEXT DELIVERY. COVERED BRIDGE. 
TO THE SIDE. 
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STOP AT THIS CABIN FOR THE FOLLOW THE ASPHALT TO THE DRIVE ON THE RIVER AND FOLLOW 
FINAL PICKUP. THE RED ARROW. 


CAREFULLY DRIVE THROUGH THIS HEAD UP THE HILL TO THE FINAL SLIDE INTO THE RED SMOKE JUST 
GROUP OF TREES. E 2 DROP-OFF. BEFORE THE COPS ARRIVE. 
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P4ISSION 27 
MISSION: SUMMARY 
n ENJOYING THE CRAIC 


SMUGGLER'S MISSION 


Å Enleying The Craic 


SEST SCORE 
"Ya ышы) Velicie 
МАТЕ танау Vehicle. 
= ЕЕ = Å MATE? {йму Vehicle > 
You”vE BESTED THE COPS AND к я Ger 
MADE A FEW BUCKS. HAVE A CUP | 


ОЕ HOT CHOCOLATE 
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THE O’GRADYS ARE UP TO THEIR Pur YOUR TEAMMATES IN 
== OLD TRICKS. COLLECT FIVE ITEMS MILITARY VEHICLES FOR ULTIMATE 
BEFORE THEY DO. TEAM PERFORMANCE. 


THE MAP SHOWS THE AREA IN THE MISSION BEGINS ON THIS SNOW- THE FIRST DROP-OFF IS JUST А LITTLE 
WHICH YOUR TEAM AND THE COVERED ROAD. THE FIRST ITEM IS FARTHER AHEAD. ONE DOWN AND 
O'GRADYS WILL SEARCH FOR STRAIGHT AHEAD. FOUR TO GO. 

CONTRABAND. 


RIDE OVER THESE BUMPY HILLS TO HURRY BEFORE THE O'GRADYS THE SECOND DROP-OFF IS ALSO 
THE NEXT PICKUP. SNATCH THE CONTRABAND. AMID THESE BUMPY HILLS. 


THE THIRD ITEM IS JUST OUT- RETURN THROUGH THE TUNNEL. THE THIRD DROP-OFF IS IN THE 
SIDE THE TUNNEL NEAR THIS CORNER OF THE MAP. 
MOUNTAIN PASS. 


DRIVE ALONG THE FLAT SIDE OF THE BOTH PICKUP AND DROP-OFF 
HILL TO MAINTAIN YOUR SPEED. LOCATIONS ARE DOWN AMONG 
THE ROCKS. 


522 


+ 599,999 ЖЕТГІ 
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ONE OF YOUR TEAMMATES GETS THE O'GRADYS ARE TOUGH ТО SLIDE INTO THE DROP-OFF FOR THE 


THE LAST ITEM. BUMP HIM ТО BEAT WHEN THEY JOIN YOU AMONG FINAL DELIVERY. 
SNAG THE CONTRABAND AND THE ROCKS. 


TAKE THE ІТЕМ TO THE FINAL 
DROP-OFF YOURSELF. 
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STRATEGY GUIDE. 
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Pei К HUNTER GATHERER 


TIME BONUS Ld 


FINAL SCORE #796 #9 


GRADE - 


SMUGGLER'S MISSION 


! Hunter Gatherer. 


hay, Міт Bosga T шет BEGME 


YOU MUST MOVE FASTER TO GET A 
BETTER HATING. 


THIS MISSION HAS ONLY TWO THE MAP SH 


OWS THE PICKUP AND 


| DELIVERIES BUT THE COPS ARE DROP-OFF LOCATIONS BELOW THE 
т T RELENTLESS IN THEIR ATTEMPTS LAKE. 
TO STOP YOU. 


THE MISSION BEGINS ON A HILL DRIVE DOWN THE MOUNTAIN AND WHEN YOU SEE THE GREEN SMOKE, 
WITH NO CONTRABAND IN SIGHT. FOLLOW THIS ROAD. DRIVE OFF THE ROAD AND UP THIS HILL. 
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THE FIRST DROP-OFF IS THROUGH 
THE TREES STRAIGHT AHEAD. 


THE NEXT ITEM IS IN THE RIVER 
BELOW THIS ROAD. 


RiDE ALONG THE RIVER TO 
MAINTAIN YOUR SPEED AND 
AVOID OBSTACLES. 


WHEN YOU MAKE THE FIRST DELIV- FoLLOW THE RAILROAD TRACKS IN 
ERY, BOUNCE OFF THE TREES OR THE DIRECTION OF THE GREEN 
SLIDE TO AVOID THEM. THE COPS ARROW. 

ARE CLOSE, SO BE READY TO MOVE 

AWAY FROM THEM. 


13397 , 297 
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FOLLOW THIS ROAD THROUGH THE FLY OFF THE HILL TOWARD THE 


HILLS IN THE DIRECTION OF THE RIVER. THE NEXT DROP-OFF IS 
RED ARROW. > FAR AWAY. 


THE SECOND DELIVERY TAKES PLACE YOU MUST STILL EVADE THE COPS. 


NEAR THESE HOUSES. FOLLOW THE RED ARROW ACROSS 
THIS BRIDGE. 


THE FINAL DESTINATION IS FAR AIM FOR THE TREES JUST PAST THE RED FLARES ARE IN A CLEAR 
ACROSS THE RIVER. THIS HOUSE, BUT DON'T CRASH AREA, BUT YOU DON'T KNOW THAT 
INTO THEM. UNTIL YOU'RE RIGHT ON TOP OF THEM. 
А WIDE SLIDE INTO THE AREA SHOULD 
TRIGGER THE MISSION'S END. 


=: P4€ISSION 293: 
MISSION: SUNMANT š FRENCHIES FRIED 


TIME. BONUS 
FINAL SCORE 
амы 


BERT SCORE 


tk талы Wasser 4 Майы у Velicle > 


FoRGET THE BONUS. FINISHING 15 
THE ONLY GOAL IN THIS TOUGH 
MISSION. 


IN THIS MISSION, YOU RACE Pur BOTH TEAMMATES IN MILITARY , 
AGAINST THE QUEBECOIS GANG TO VEHICLES FOR BEST PERFORMANCE. 


MAKE FIVE DELIVERIES. 


THE OUTLINE ON THE MAP SHOWS THE MISSION BEGINS WITH 10 MIN- THE IN-GAME MAP SHOWS GANG 


THE AREA IN WHICH YOU MAKE THE UTES ON THE CLOCK. HEAD IN THE MEMBERS AND A NEARBY POLICE 
DELIVERIES. MANY OF THE PICKUP DIRECTION OF THE GREEN ARROW. CAR ON THE LAKE. 1 


AND DROP-OFF LOCATIONS ARE IN б 
AND AROUND THE FROZEN LAKE. 
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DRIVE ALONG THE ROAD UNTIL YOU SNAG THE CONTRABAND FROM А THE FIRST DROP-OFF IS NEAR THIS 


MAKE THE FIRST PICKUP NEAR THESE QueBECOIS GANG MEMBER IF CABIN ОМ А HILL. 
CABINS. NECESSARY, AND FOLLOW THE 
RED ARROW. 


MOVE AS FAST AS POSSIBLE TO THE NEXT ITEM IS STRAIGHT AHEAD. THE SECOND DROP-OFF IS ON THE 
THE NEXT PICKUP. THE MISSION IS HILL NEAR THIS ROAD. 

EASIEH TO WIN AFTER AT LEAST 

TWO DELIVERIES. 


THE THIRD ITEM IS IN THE MID- THE THIRD DELIVERY SITE IS JUST CLIMB THIS HILL TO MAKE THE 
DLE OF THE LAKE. GANG MEM- OFF THE LAKE NEAR THE BRIDGE. DELIVERY. 
BERS AND POLICE CARS DRIVE 


FROM ALL DIRECTIONS TO REACH 
THIS LOCATION. 
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DRIVE BACK ОМТО THE FROZEN LAKE FOLLOW THE GREEN ARROW TO THE 
FOR THE FOURTH DELIVERY. LAST CONTRABAND ITEM. 


Å 8100, 000 
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THE LAST PICKUP LOCATION IS ALSO THE FINAL DESTINATION IS NEAR THE MISSION ENDS NEAR THIS 
ALONG A ROAD. THESE RAILROAD TRACKS. RAILROAD BRIDGE. 


PATSSION 30: 
Ste | TORAL PØINORITY 


1297 


тыг BONUS 44 
FINAL SCORE $504 45 
GRADE 


Earn A "GREAT" RATING IF YOU 
MAKE ALL OF THE DELIVERIES QUICKLY. 


421 22 23 24 25 20 27 28 29 3 
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THIS MISSION IS FULL OF BUMPY THE MAP SHOWS PICKUP AND 

HILLS AND DANGEROUS COPS. DROP-OFF LOCATIONS. 

IGNORE THE POLICE AND CONCEN- 

TRATE ON THE TERRAIN—THERE'S > 


LITTLE TIME FOR MISTAKES. 
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FOLLOW THE GREEN ARROW TO THE PASS THROUGH THE SMALL TOWN. DRIVE UP THIS STEEP HILL. 
FIRST CONTRABAND ITEM. 


THE FIRST PICKUP IS ON THE FLAT 
FIELD OVER THE HILL FROM THE 
SMALL TOWN. 
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FoLLOW THE RED ARROW ALONG CROSS THE MIDDLE OF THE LAKE. AVOID THE NEARBY TREE AS YOU 
THIS ROAD. SLIDE INTO THE FIRST DROP-OFF. 


AE STRATEGY GUIDE. 


THE SECOND PICKUP IS ON A BuiLD UP SPEED TO REACH THE 
NEARBY HILL. CONTRABAND. THE SECOND DELIVERY. 


DRIVE UP ON THE ROAD, AND CLIMB THE FINAL PICKUP IS NEAR THIS DRIVE OFF THE ROAD AND ACROSS 


THIS HILL TO REACH THE SECOND ROAD. THE RIVER TO REACH THE FINAL 
DROP-OFF. PICKUP. 


NOISSIW $333" 1990s 


THAT'S THE LAST BRIEFCASE FOR 
THIS MISSION. 


DRIVE ALONG THE RIVER AGAIN HEAD FOR THE HELICOPTER ON THE 
TOWARD AN EVEN MORE REMOTE HILL TO FINISH. 
LOCATION. 
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MISSION SUMMARY 
"eo uil 
Tier гош 
FINAL SCORE 
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MBSON GOMPLETE 


THE MISSION ENDS AS SOON AS TRY TO BEAT THIS TIME. IT'S TOUGH 


YOU PASS UNDER THE HELICOPTER TO LEAVE MORE THAN 10 SECONDS 
AND THROUGH THE RED FLARE ON THE CLOCK. 
SMOKE. 


PATSSION 51; 
LIKE CANDY FROM A BABY 


H Like Candy From а Baby 


Arar HEDRE 


BATE? — 4 маан Velucie P 
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THIS IS THE LAST MISSION ІМ WHICH Pur YOUR TEAMMATES IN MILITARY THIS MAP SHOWS THE AREA OF 


YOU RACE AGAINST A RIVAL GANG— VEHICLES FOR THE BEST CHANCE. COMPETITION. 
THE QUEBECOIS. THERE ARE FIVE 
DELIVERIES. 


THE IN-GAME MAP SHOWS THAT THERE'S THE FIRST ITEM. FoLLOW THIS ROAD TO THE FIRST 
BOTH GANGS BEGIN THE MISSION ч DROP-OFF. 

THE SAME DISTANCE FROM THE 

FIRST PICKUP LOCATION. 


TMA S-OFFICDA&L STRATEGY GUIDE.. 


MAKE THE FIRST DELIVERY UP FOLLOW THE GREEN ARROW Вотн GANGS' DELIVERY LOCATIONS 
THIS HILL. THROUGH THIS TUNNEL. ARE NEAR THIS CURVE IN THE ROAD. 


o um 
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DRIVE THROUGH THE TREES TO THE DRIVE DOWN THIS HILL TO FOLLOW THESE RAILROAD TRACKS 


NEXT ITEM. SNAG THE CONTRABAND FROM AND THE RED ARROW, 
YOUR RIVAL. 
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ТНЕ NEXT DROP-OFF IS OVER THE HERE”S THE THIRD PAIR OF FLARES. ONE OF YOUR TEAMMATES MAKES 

HILL STRAIGHT AHEAD. + : 5 THE FOURTH DELIVERY BECAUSE THE 
THIRD DROP-OFF IS FAR AWAY FROM 
THE FOURTH ONE. 
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FOLLOW THE GREEN ARROW ТО THE THE FINAL PICKUP 15 NEAR SPEED DOWN THIS ROAD TO MAKE 
LAST ITEM. EuBANKS MOUNTAIN. THE FINAL DELIVERY. 
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Ms100,000 MISSION SUMMARY 


SCORE $294,152 

TIME BONUS 3% 
FINAL SCORE $325,582. | 
GRAD ж Å 


CONTINUE 


THESE FLARES MARK THE END OF Маке THE FINAL DELIVERY YOUR- MOVE FASTER TO EARN А 
YOUR RIVALRY WITH OTHER GANGS. SELF FOR THE HIGHEST SCORE AND “GREAT” RATING. 
THE MOST SATISFACTION. 


P4ISSION 52; 
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SMUGGLER'S MISSION 


Big Mistake 


a big one, baby, bla mane 
sig treble, and big ever үйе Redi 


THIS MISSION IS THE ONLY RACE THE MAP SHOWS THE CHECKPOINTS FOLLOW THE GREEN ARROW TOWARD 
ACROSS SNOW-COVERED HILLS. FOR THE RACE. THE FIRST CHECKPOINT. 

SNOW AND ICE COMPLICATE VEHICLE 

CONTROL. 
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E-STRATEGY GUIDE _ 


PASS THROUGH THIS CHECKPOINT DRIVE ALONG THE ROAD TO THE DRIVE OFF THE ROAD TOWARD THE 
ON THE RIVER. SECOND CHECKPOINT. RED FLARE SMOKE. 


THE SECOND CHECKPOINT IS ALSO CLIMB THIS HILL BEHIND THE CABIN THE THIRD CHECKPOINT IS ON THE 
ON THE RIVER. TO THE NEXT CHECKPOINT. ROAD AHEAD. 


NOISSIb S. 


THE FOURTH CHECKPOINT IS IN THE THE LAST CHECKPOINT IS FAR THE RED FLARE SMOKE FOR THE 
BUMPY HILLS BELOW THE ROAD. ACROSS THE SNOW AND ICE. FIFTH CHECKPOINT IS RIGHT NEXT TO 
THE WATER TANKS. 
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MISSION SUMMARY 
c 5750 008: 
a 
$750 520 


YOU MUST BEAT THE OTHER DRIVERS А “GREAT” RATING IN THIS 
TO FINISH. MISSION IS NOT AS IMPORTANT 
AS FIRST PLACE. 


PÅISSION 55; REPO MAN BLUES 


failed te pay h 
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letting that ne 
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D ve hire 
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THIS MISSION IS VERY DIFFICULT, THE MAP SHOWS THE PICKUP AND THE MISSION BEGINS NEAR THIS 
ESPECIALLY BECAUSE OF RELENT- DROP-OFF LOCATIONS SPREAD OUT ROAD. FOLLOW THE GREEN ARROW. 
LESS POLICE CARS AND THE AROUND THE LAKE AND MOUNTAIN. 


BUNIPY TERRAIN. 


CROSS THE LAKE ON А DIRECT RiDE ALONG THE RAILROAD TRACKS CLIMB THIS HILL TO REACH THE 
LINE WITH THE GREEN ARROW. TOWARD THE FIRST PICKUP. CONTRABAND. 


AVOID THE COPS AND GO THROUGH THE FIRST DROP-OFF IS IN THE CROSS THE RIVER AND PREPARE TO 
THIS MOUNTAIN PASS. ТІМІМС 15 DISTANCE. FLY TOWARD THE DELIVERY SITE. 
TIGHT FOR THE DELIVERY OF THE 

FIRST ITEM. DRIVE FLAWLESSLY. 


SPEED PAST THESE BUSHES TO FOLLOW THE ROAD ALONG THE PICK UP SPEED ALONG THE 
MAKE THE DELIVERY. RIVER TOWARD THE SECOND ITEM. ROAD, BUT DON'T LOSE CONTROL 
ON THE TURNS. 
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THE SECOND PICKUP LOCATION IS RIDE UP THIS STEEP HILL AND MAINTAIN YOUR SPEED AS YOU 
BENEATH THE HELICOPTER. FOLLOW THE RED ARROW. DRIVE ALONG THIS ROAD. 
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DROP INTO THIS PASS TO MAKE THE Fot ОМ! THE RAILROAD TRACKS ТО CROSS THE ROAD AND CLIMB 
SECOND DELIVERY. THE FINAL ITEM. THE HILL. 


~ 


Go OVER THIS HILL TO CLOSE IN ON Pick UP THIS LAST ITEM, BUT DON’T DRIVE THROUGH THIS TUNNEL IN 
THE CONTRABAND. LET THE COPS CORNER YOU AGAINST THE DIRECTION OF THE RED ARROW. 
THE TRUCKS. 


OCCASIONALLY CHECK THE IN- AVOID THE POLICE BLOCKADE BY Pick UP SPEED ALONG THE ROAD 
GAME MAP TO FIND PICKUP AND RIDING OFF THE ROAD ON THE AS YOU APPROACH THE FINAL 
DROP-OFF POINTS. IN THIS SNOW. DESTINATION. 


IMAGE, THE DROP-OFF iS NOT 
VISIBLE, SO YOUR ONLY CHOICE 
IS TO FOLLOW THE RED ARROW 
UNTIL THE DROP-OFF MARKER 
SHOWS UP ON THE MAP. 


54492397: 


THE DROP-OFF POINT IS VISIBLE YOU MAKE IT JUST IN TIME. THE VALUE OF THE CONTRABAND 

NEAR THE TURN STRAIGHT AHEAD. TAKES A DIVE BECAUSE OF ALL THE 
BANGING AROUND, BUT AT LEAST 
YOU COMPLETE THE MISSION. 


PÅTSSION 34. 
"LESS | CHEATERS NEVER PROSPER 


TIME BONUS 
FINAL SCORE 
GRADE 


Prosper 
ian «екі stone 


TIME LEFT ON THE CLOCK IS NOT AS 
IMPORTANT AS THE VALUE OF THE 


CONTRABAND. 435 16 87 28 20 38 34 52 5394 


THIS MISSION ENDS YOUR CAREER THE MAP SHOWS ALL OF THE PICKUP 


AS A SMUGGLER. ІТ ALSO DRAWS AND DROP-OFF LOCATIONS NEAR THE 
UPON ALL OF THE SKILLS YOU HAVE LAKE AND MOUNTAIN. 


DEVELOPED. TIGHT TIMING AND 
TREACHEROUS TERRAIN HEQUIME 
BETTER DRIVING THAN EVER. USE 
THE MASSIVE TRUCK. 


NOISSIN $33T759%S 


=== = — 
THE FIRST PICKUP IS DOWN THE HILL GRAB THE CONTRABAND, AND DRIVE THROUGH THIS GROUP OF 
FROM THE STARTING LOCATION. FOLLOW THE RED ARROW ALONG TREES AT TOP SPEED, BUT DON'T 


THIS ROAD. - CRASH INTO ANY OF THEM. 


SMUGGLER'S RUN 


THE FIRST DROP-OFF IS BENEATH FOLLOW THE TRAIL TOWARD THE CROSS THIS BRIDGE TO MAKE THE 
THE HELICOPTER. NEXT ITEM. SECOND PICKUP. 


ТАБАР TED 


CONTINUE ALONG THIS ROAD, BUT THIS IS THE TOP OF THE FROZEN LAND AT THE BOTTOM OF THE 


AVOID THE POLICE BLOCKADE. WATERFALL. FLY OFF THE EDGE TO WATERFALL TO MAKE THE SECOND 
REACH THE SECOND DROP-OFF. DELIVERY, THEN DRIVE UP THE BANK 
IN THE DIRECTION OF THE GREEN 
ARROW. 


DRIVE ALONG THE RIVER STRAIGHT DROP DOWN TO THE THIRD PICKUP. SPEED ACROSS THE ICE TO SNAG 
TOWARD THE NEXT PICKUP. THE CONTRABAND. 
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CONTINUE ALONG THE RIVER ТО THE IN-GAME MAP SHOWS THE THE CONTRABAND IS IN THIS 
REACH THE THIRD DROP-OFF. LOCATION OF THE FINAL ITEM. SECLUDED AREA. 


THE IN-GAME MAP SHOWS Y0U Тне FINAL DESTINATION IS THE TOP TURN LEFT AT THE TUNNEL AT THE 


CLOSING IN ON THE ITEM. OF THE DISTANT EUBANKS BASE OF THE MOUNTAIN TO FOLLOW 
Mountain. THE ROAD TO THE TOP. 


THE MOUNTAIN ROAD 15 EVEN MORE ВЕ VERY CAREFUL AT THIS HUMP ІМ REACH THE TOP OF THE MOUNTAIN 
DIFFICULT TO CLIMB IN THE SNOW. THE ROAD, OR YOU SLIDE OFF THE AND THIS FINAL DROP-OFF. 
EDGE OF THE MOUNTAIN. 


WOI SAN OA Hit 


MISSION SUMMARY 
SCORE i 462 ari 
тїшє BONUS - 
FINAL SCORE $3 

САҒАТ 


ТНЕ REWARD АТ MISSION”S END: А THIS IS THE END OF BOTH THE 


BEAUTIFUL VIEW FROM THE ТОР ОЕ MISSION AND SMUGGLER'S Run. 

EUBANKS MOUNTAIN. YOU CAN ALWAYS REPEAT MIS- 
SIONS TO TRY TO BETTER YOUR 
SCORES. 
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COMERRTULATIONS 
Youve” 0 vain asa 


real member of the Forgolian Few 


THIS CONGRATULATORY SCREEN 
BRIEFLY APPEARS BEFORE THE 
CREDITS ROLL UP THE SCREEN. 


Se = сш 
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TURF WAR 


Turf War contains three types of games for two players, but you can play 
alone against computer-controlled gangs. These games test all your 
skills, from eluding other vehicles to maintaining top speed across 
all kinds of terrain. After you've done Smugglers Run mis- 
sions, Turf War games are easy, but they still challenge 
you to beat time and delivery records. Here's 

a quick look at what they involve. 


бск MI H : 
DAR E PON CROOKS N' 
| jayne SMUGGLERS 


OPTIONS iad N 
— usay re - 
аа фа boti u 
ейме Crosks W' 
oe } CHECKPOINT 


деб m em «s RACE 
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' LOOT GRAB 


МАКЕ THIS CHOICE FROM THE Crooks ‘N’ SmuGGLERS HAS ONLY CRASH INTO OTHER VEHICLES TO 
MAIN MENU TO START A TURF ONE PIECE OF CONTRABAND TO STEAL THE CONTRABAND. 
War GAME. DELIVER AT A TIME. BUT EVERY- 


BODY'S GOING FOR THAT ITEM, SO 
IT'S A FREE-FOR-ALL. 


CROOKS м 2 gangs square cl 
іс the ultimate tes! 

SMUGGLERS "= ез ыш 

і combat. | stash of 

мес, with 2 theme 

LOOT GRAB ~ Херу 
ан ab met ae — 
san haci ya yam 
pem 


CHECKPOINT 
PAUSED i Race 
RESUME GAME 
Ë STAR MI 


THE PAUSE SCREEN LISTS Loot Gras 15 ANOTHER TEST OF FOLLOW THE ARROWS TO PICKUPS 
DELIVERIES AND SCORES FOR CONTRABAND HANDLING. COLLECT AND DROP-OFFS. MAKE DELIVERIES 
ALL VEHICLES. UsE ІТ TO AS MUCH LOOT FOR YOUR TEAM AS QUICKLY OR YOU FALL BEHIND. 
TRACK YOUR PROGRESS. YOU CAN GET YOUR HANDS ON. 
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TURF WAR SUMMARY 
тан РАТ х 
* 6 "e CROOKS N' 
_ on SMUGGLERS 
PAUSED i LOOT GRAB 


RESUME GAME 
1 CHECKPOINT 


STEALING CONTRABAND FROM THE PAUSE SCREEN GIVES DELIVER- CHECKPOINT RACE PITS YOU 

RIVALS IS JUST AS IMPORTANT AS IES AND SCORES. USE IT TO CHECK AGAINST TIME AND OTHER VEHICLES. 
PICKING UP ITEMS YOURSELF: МОУЕ ON RIVALS IF YOU LOSE SIGHT OF TuRF WAR RACING IS LESS NERVE- 
FAST OR RIVALS WILL OUTPACE YOU. THEIR VEHICLES. WRACKING THAN SMUGGLER'S 


MISSION RACING. 


TURF WAR SUMMARY 
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THE MAP SHOWS ALL CHECKPOINTS THERE ARE MORE VEHICLES IN THIS THE PAUSE SCREEN LISTS VEHICLE 
IN THE REGIONAL ENVIRONMENT RACE. OUTPACING MOST OF THEM STANDINGS. FIRST PLACE IS THE 
YOU CHOOSE. . MAY TAKE SEVERAL CHECKPOINTS. ONLY ACCEPTABLE SPOT FOR YOU. 


ALL THE PREVIOUS IMAGES HAVE BEEN 
OF ONE-PLAYER TuRF WAR GAMES. 
WHEN YOU PLAY AGAINST A FRIEND, 
THE SCREEN SPLITS INTO TWO 
WIDE VIEWS. FOCUS ON YOUR 
GOALS, BUT SNEAK AN OCCA- 
SIONAL PEEK AT YOUR 
OPPONENT'S WINDOW. 
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Plays tation.c 
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then are кїї rules. 
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ИМЕНІП us AWAY" - GAMERS REPUBLIC 


CUTTING EDGE SOUNDTRACK FROM SOME OF THE WORLD'S LEADING 
TECHO ORUM mno anse ARTISTS - DOM AND ROLAND, DERRICK MAY AND SURGEON 
t5TSWWY || [ROCKSTAR 5788WY ROCKETAR 5758WY КОСКЕТАН *758W'Y ROGKS 
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lier across tiun accurately modeled drew Win Ене pink slips of oppesing plager»! Play in a persistent world with 
Пеш York and Landon! Rise up threuigh the ranks іп the interactive traffic, pedestrians 
illicit Word of the Midnight Club. and laur enforcement 
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"PlayStation" and the "PS" F: 
a trademark of fne Interact 


Interactive Software and the Take 2 logo are 


©2000 ASK / Shogakukan 
All other lrademarks and k 


properties of their respective awners. 


Master the techniques 
used by the pros! 


The most beautiful pool 
halls in the world! 


“< 


9 modes of play, plus 3 
hidden pool games! 
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Go to, | 
primagames.com | 


to win FREE games and guides. 
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U.S. $12.99 Сап. $17.95 U.K. £7.99 Electronic Entertainment 
Platform: PlayStation”2 computer 


FAN vn pp A т "T entertainment system 
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The ratings icon is а trademark of the Interactive Digital Software Association. 
Angel Studios and the Angel Studios logo are trademarks of Angel Studios. 
Guidance Recordings and the Guidance Recordings logo are trademarks of 
Guidance Recordings Inc. Rockstar Games and the Rockstar Games logo are 
trademarks of Take-Two Interactive Software, Inc. ©2000 All rights reserved. 
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Тһе Prima Logo and Prima Publishing @ аге Registered 
Trademarks of Prima Communications, Inc. 


[f you come across апуопе selling releases from 
this sife, please do not support them and do let us know. 
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